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Copy Protection Hell 


t all started on a rainy night in October. 

My girlfriend and I live in different states 

(in the literal, as opposed to metaphysical, 

sense) and we tend to work ludicrously 

long hours (I write about games, she 

works on new technologies that could cure 
world hunger... we're both jealous of what the 
other does, though for entirely different rea- 
sons), and much of our "normal" socializing is 
spent chatting over ICQ and playing games 
online. As we both tend to prefer co-op games 
to straight deathmatch, we'd been spending 
weeks working our way through various new 
multiplayer missions in SWAT 3: Elite Edition— 
more than most games, it forces players to work 
together as a team, which is something the two 
of us really enjoy. But as | tried to launch the 
game it wouldn't load, reporting: 

"Please insert the correct CD-ROM." 

| popped the CD in and out of the drive and 
tried again. 

"Please insert the correct CD-ROM." 

To my chagrin, it seemed that my (formerly) 
bulletproof Plextor CD-ROM bought the farm 
and would no longer spin up any CD. Needless 
to say, | wasn't a happy camper. But I still had 
my Yamaha CD burner, which as a 16-speed 
reader is more than adequate as the game only 
uses the CD-ROM to validate the game's copy 
protection. So | started the game with the SWAT 
CD in the burner. 

"Please insert the correct CD-ROM." 

OK, the CD burner was a different drive letter 
than the standard CD-ROM, so | figured it was 
unhappy with the changed drive letter. So 
being the too-clever-for-my-own-good 
wannabe technical person | am, | hacked into 
my registry (hey kids, don't try this at home) 
and changed the install drive to the burner, 
plus I changed an entry in an INI file. 

"Please insert the correct CD-ROM." 

I undid the registry changes (thank you 
Windows Me) and swapped drive letters in the 
System Properties menu, making the CD burner 
the same letter as the dead CD-ROM. (Yes, | 
should have done this first.) 

“Please insert the correct CD-ROM.” 

Now | was getting annoyed. Thinking that 
my registry and INI tweaking messed some- 
thing up, | uninstalled the game and decided 
to start over from scratch. After a phantom 


It could happen to you 
by Steve Bauman 


lockup at the “80% Installed” point, the game 
was reinstalled from the CD burner. | fired up 
the game. 

“Please insert the correct CD-ROM” 

Aaarrggh. 

After resisting the urge to throw my comput- 
er out the window of my second-floor apart- 
ment, | finally checked out the game’s README 
file, in which | found this passage: 

"SWAT Elite Edition makes use of the 
Macrovision product SafeDisc to prevent soft- 
ware piracy. Below is a list of CD drives that you 
may experience problems with. We've tried to 
include work-arounds for each drive." 


Plenty. But despite these hassles, it's hard to 
call for a complete end to copy protection. 
Unless an antigen of morality spreads across 
the nation faster than the virus of free games 
(ooh, bad analogy police, arrest me now), a 
certain number of people will choose "free" 
versus "any cost." | do believe existing copy 
protection schemes provide a deterrent for 
casual copying (or making legitimate back up 
copies, depending on your side of the argu- 
ment). The combination of inexpensive CD 
burners, enormous (30GB and higher) and 
inexpensive (are they really less than $150?) 
hard drives, makes this a legitimate concem; 


‚.. Copy protection, in its current form, 
does nothing to stop organized pirate 
groups from distributing a piece of software. 


After years of hearing, but never experienc- 
ing, various copy protection horror stories, it 
finally smacked me right in the face—the copy 
protection was incompatible with my CD-ROM 
burner. (Note to self: consult README files earli- 
er in the debugging process.) With it nearing 
2:30AM, and the promise of an evening rescu- 
ing hostages and shooting really bad terrorists 
rapidly diminishing, | was essentially forced to 
download an illegal no-CD “crack” in order to 
play a legal copy of the game that night. 

(A couple of days later | found an updated 
firmware from Yamaha that makes the burner 
compatible with the copy protection, but 
still... should any legal owner be forced to 
jump through this many hoops in order to 
play a game?) 3 

As | considered my choices for replacing my 
dead CD-ROM, copy protection issues forced me 
to ignore most "normal" features; 1 had to look 
for those with the fewest problems with existing 
schemes. (Ironically enough, the same source 
for finding CD cracks also proved valuable in 
finding a fairly protection-safe DVD drive. I 
eventually gave up and just bought a cheap 
Toshiba DVD.) 

What's wrong with this picture? 


whether or not it's a legitimate problem is 
another discussion. 

However, copy protection, in its current 
form, does nothing to stop organized pirate 
groups from distributing a piece of software the 
moment it's sent to distributors (they don't 
even wait for it to be released). Folks in the 
"warez" scene aren't really pirating games and 
applications because they necessarily want to 
play or use them; they're just collectors. (1 
know. | was one back in the 80s.) They usually 
just want... stuff. A person receiving a casual 
copy of a game is probably more likely to be a 
purchaser than one who trades software on IRC. 

Piracy is a real issue, but are the current 
solutions the best way to handle the problem? 
Maybe we can resurrect code wheels and 
brown paper with weird symbols... or maybe 
not. If | could figure out a way to implement a 
system that worked perfectly, I'd be a very 
popular person, both with gamers and game 
publishers alike. 

Instead, I'll just sulk while waiting for that 
seemingly eternal CD verification to complete 
and | can move on to playing a brilliant game, 
briefly forgetting about selfish pirates and how 
they mainly screw legitimate, legal users. m 
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Control.the fate of ancient 
Greece as. you rule cities, defend 
territories and rub elbows with 

Gods, Нетоеѕ and Monsters. 


From the makers of the award winning Pharaob" and 
Caesar, comes a city-building game of mythologi- 
cal proportions. Featuring more adventures and 
gameplay than ever, Zeus lets you interact with the 
Olympians. Build a temple to Athena, or summon 
the hero Perseus to battle the mythic beast Medusa. 
And as your city grows, you can even establish 
gólonies^while'engaging in diplomacy, or extortion, 
with other city states. With action on land, sea — and 
thé héavens — Zeus proves that city-building isn't just 


formere mortals anymore. 
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You were expecting Quake? A dragon shows off its particle effects. 


[top] Nothing like a nice little sacrifice to warm the 
hearts of gamers. 


Hanging out at the Honesty shrine. 


Ultima Online Gets 3D Facelift 


ORIGIN SYSTEMS IS READYING THE MOST SIGNIFICANT OVERHAUL OF 
its Ultima Online massively multiplayer online role-playing 
world with Ultima Online: Third Dawn. Announced on November 
10", when it's also scheduled to begin large-scale beta testing, it 
features a cosmetic makeover that takes the existing top-down 
2D game's sprite characters and monsters and replaces them 
with motion-captured animated 3D ones. The gameworld itself— 
the terrain and buildings—will remain in their existing 2D form, 
and the view of the game will remain nearly top-down. This is 
not, however, Ultima Online 2 (or as it's been awkwardly 
renamed Ultima Worlds Online: Origin). That game takes place in 
a new Ultima World. 
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Origin Systems is readying the most significant 
overhaul of its Ultima Online massively multiplay- 
er online role-playing world with Ultima Online: 
Third Dawn. Announced on November 10th, when 
it's also scheduled to begin large-scale beta test- 
ing, it features a cosmetic makeover that takes the 
existing top-down 2D game's sprite characters 
and monsters and replaces them with motion- 
captured animated 3D ones. The gameworld 
itself—the terrain and buildings—will remain in 
their existing 2D form, and the view of the game 
will remain nearly top-down. This is not, however, 
Ultima Online 2 (or as it's been awkwardly 
renamed Ultima Worlds Online: Origin). That game 
takes place in a new Ultima World. 

Though you may be inclined to think the 3D 
upgrade is a way to help compete with the more 
technological advanced (though in some game 
design ways simpler) EverQuest, producer Rick 
"Stellerex" Hall feels it shows Origin's commitment to 
its subscribers. "It says very emphatically that 'we 
intend to continue expanding on this incredible 
world for a long time to come’”, he explains. "While 
we feel that it's a dramatic graphical step forward, 
it's also very significant in that it gives us a nearly 


N 
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infinite amount of room for future expansion. With 
[Third Dawn], we'll be able to patch in new content, 
special effects, and game systems that simply weren't 
possible with the old client." 

In addition to offering the 3D upgrade, Third 
Dawn also comes with new worlds to explore 
(according to Hall, it's 50 percent bigger than what 
was delivered with The Second Age), and as with 
previous new editions of the game, these areas will 
not be accessible to players that elect not to 
upgrade. Hall says the new land will use the 
Trammel rule set, it will be adventure-only (with. no 
housing) and your character's reputation (good or 
evil) will make more of a difference there (Hill gives 
an example of evil characters being more likely to 
be attacked by "good" monsters). Hill won't give 
much detail about the new world's fiction. "We 
don't want to give that away before launch—that 
would spoil the fun." He will divulge that there are 
13 new monsters for the new land mass, some of 
which are the "good" monsters and others designed 
to fit the theme of the new land. 

Origin is expecting most people to want to 
upgrade to this new edition. "[Third Dawn] is still 
Ultima Online," explains Hall, "[but] it has a newer 
look and feel as well as a new land to explore, new 
monsters to fight, a few new items, and quite a num- 
ber of behind-the-scenes improvements." He points 
out that the game is reaching new players every 
month, and that this trend will only be accelerated 
with the launch of this expansion. 

For existing players who either elect not to upgrade 
or do not possess machines powerful enough for the 
technological enhancement, the 2D and 3D versions of 
the game will coexist; the look of the game on their 
own machine will be different for each player. Hall 
says that making the two versions work together was- 
n't really difficult at all. “Third Dawn represents a 
much larger change to the client than to the server.” 
He also says the new 3D version shouldn't introduce 
any more lag into the game. "In fact, we're incorpo- 
rating some new features to the network coding to 
reduce the effects [of lag]." 

According to Hall, Third Dawn will include more 
than 700 motion-captured animations (including 
gestures for conversation) and hundreds of different 
character models. Also new is a particle system to 
render magic and other special effects. It will be 
require a 3D accelerator for the 3D client, though Hall 
points out that the minimum system requires are 
expected to be "pretty modest." 


Sell your stuff for profit at www.uo.shoppes.com. 


The Wyvern is looking spiffy. 


The game has proven quite popular in Japan 
and Korea, so the upgrade also adds samurai- 
looking weapons and armor (though they will not 
be limited to those regions; that particular design 
aesthetic is popular with gamers throughout the 
world). Rounding out the new features is an over- 
hauled music and sound system, which according 
to Hall was upgraded solely for aesthetic reasons. 
"We just felt that some of the sound effects could 
be more in-character with the monsters or actions 
that they represent, so we thought we'd take this 
opportunity to replace the weaker ones." The 
game's music is still MIDI-based, but the game is 
designed with music zones, allowing it to change 
depending on the context. "Since we're adding in 
the new adventuring land, it will have its own new 
music theme." 

As with Ultima Online: The Second Age, the 
upgrade will be offered for sale in stores at a full- 
price for new players and will be available as а 
download or on CD (with a nominal charge to 
cover shipping and handling). The beta will also 
be available for purchase, with a cost around $4.95 
to cover shipping and handling, and it will auto- 
matically be patched to the full version of the 
game when it's complete. 

In other Ultima Online news, Origin announced 
the opening of the Ultima Online Custom Shoppes. 
Available at www.uoshoppes.com, it allows allow 
players to design and sell unique merchandise 
such as t-shirts, mugs and mouse pads to other 
players for profit. According to CafePress.com, the 
online merchandising service that manages the 
site, a record number of Shoppes (nearly 300) 
opened on the first day of business, October 10. 
Currently more than 1000 member Shoppes have 
opened on the site. —Steve Bauman 


An Orc Mage does a little dance. 


briefs 


? season—So many games, so 
little time. As the year’s holiday 
releases start to trickle in, we're 
doing our best to pump out reviews 
as quickly as possible. In just the 
last few days of this issue we man- 
aged to get in copies of games like 
Escape from Monkey Island, No One 
Lives Forever and 4x4 Evolution but 
perhaps the more interesting game 
we got in isn’t even a complete 
game, rather it’s a beta of Bungie’s 
Oni, a third-person 3D action/fight- 
ing anime-styled game. A quick 
glance at the game reveals an amaz- 
ingly entertaining combat system, 
with terrific gunplay and even bet- 
ter hand-to-hand combat. The sheer 
number of moves your on-screen 
protagonist Konoko pulls off is sure 


Oni 


to put a smile on the face of gamers 
everywhere. On the downside, the 
game uses staged saves (ugh, will 
they ever learn?), and the overall 
sparseness of the environments may 
put off people used to the visual 
lushness (and amount of... stuff) 
found in games like Quake III or 
Unreal Tournament. We'll have a few 
more details about the game, which 
is scheduled to ship January 29th, in 
next month's issue... Death and 

ex—That seems to have been the 
focus of one seemingly sick puppy 
by the name of Jórg Buttgereit. 
Death and sex as you've only 
dreamed about are brought to life in 
such films and books as his 
Nekromantik 2: The Return of the 
Loving Dead and Nightmares in 
Plastic. Buttgereit is now bringing 
us Game of Death, an action/adven- 
ture that opens as you and your 
lover are strolling through the 
streets of Berlin, presumably seeking 
a trysting place. A car skids and a 
near miss occurs. Of course, a near 
miss is just that—the car nearly 
misses you. It hits you head-on, and 
you arrive at the emergency room 
D.O.A. Or are you? The emergency 
crew shoots ropes of electricity 
through your dormant systems, and 
you enter The Beyond. Here you 
meet all of the murders and serial 
killers from all the best families. 
Jeffrey Dahmer rips open 
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your flesh and pulls out your 
intestines. You encounter Albert Fish, 
turn-of-the-century (the last one) 
murderer of 15 or so children, whose 
main pleasures involved sado- 
masochism. His activities included 
exhibitionism, flagellation, eating 
human fecal matter, cannibalism, 
castrating rituals, games with needles 
and voyeurism. This charming fellow 
is delighted to attempt to tear your 
soul apart. You know that your body 


Game of Death 
is falling to pieces, but you must gain 
the power to come back to real life 
and reality and perhaps hold your 
lover in your arms one more time. But 
how? Between the “ripe” mind of 
Buttgereit and the raw subject matter 
of the “adventure,” this game might 
just be disgusting enough to offer 
hours of pleasure, if that’s the right 
way to describe such a game... 
ys—Hot on the heels of 
the announcement that Peter 
Molyneux's seemingly groundbreak- 
ing, earth-shattering, life-affirming 
(at least according to most of the 
press) Black & White has slipped into 
2001 comes the usual slew of former 
Christmas releases slipping into 2001. 
Strategy First confirmed that their 
real-time space strategy game O.R.B 
has been delayed until the first quar- 
ter of 2001. According to Strategy 
First, the design team is working on 
balancing out gameplay and working 
vigorously on refining the storyline. 
O.R.B. (for Off World Resource Base) is 
a Homeworld-like 3D outer-space 
real-time strategy game with three 
unique races. Console developer 
Working Designs also announced that 
a PC conversion of LUNAR: Silver Star 
Story has also been delayed until the 
first quarter of 2001, primarily so the 
company can finish up work on their 
other console titles like Gungriffon 
Blaze, RayCrisis, Silpheed: The Lost 
Planet and LUNARZ:Eternal Blue... 
s—SouthPeak 
Interactive, a wholly owned sub- 
sidiary of SAS Institute, will be sold to 
an undisclosed U.S. company, with a 
sale that's scheduled to be closed on 
November 11. According to company 
representatives, SouthPeak's logos, 
name and line-up of interactive PC 
software will be transferred to 
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Freedom: First Resistance 


LET'S FACE IT, MANY FIRST-PERSON ACTION GAMES CAN 
be like shooting galleries; the game design often 
leaves you with a very "been there, done that" feel- 
ing. To be successful today, they need to have some 
kind of new twist. Many games are moving to deeper 
designs (System Shock II, Thief, Rogue Spear) to cre- 
ate a more interesting experience. Rogue Spear cre- 
ator Red Storm Entertainment's Freedom: First 
Resistance uses this deeper game design plus an 
existing fictional universe created by author Anne 
McCaffery to try to give the gamer a new and more 
exciting experience. 

The story begins nine months after earth has 
been invaded and conquered by aliens called the 
Catteni. The warlike Catteni, with their superior 
technology, smashed all human resistance leaving 
all existing military forces in shambles and most 
major cities in ruins. Humans everywhere were 
rounded up and interred in refugee camps. Only 
two kinds of humans now function outside of this 
miserable existence: the collaborators, known as 
the Provisional Authority, and the Underground. 
The Provisional Authority carries out the orders of 
the Catteni and rules with an iron fist. The 
Underground is undermanned and outgunned but 
is unshakable in its determination to rid the Earth 
of its oppressive overlords and their puppet gov- 
emment. Angel Sanchez is one of the most dedi- 
cated leaders of the underground and it is through 
her and her team of rebels that you take on the 
task of freeing Earth. 

The game will be broken up into over 20 missions 
spread over 11 distinct level maps. There will be two 
types of missions: adventure and action. Adventure 
missions will involve talking to others and trying to 
discover information key to getting rid of the Catteni. 
Action missions will consist of more puzzle solving, 
fighting, and general mayhem. Most missions will be 
very stealthy and somewhat similar in character to 
those found in the game Thief. Puzzles will also be a 
big part of many missions requiring multiple charac- 
ters to accomplish tasks in a certain order and at a 
specific time. For example: one character might have 
a repair kit needed to fix an electrical junction while а 
second stands adjacent to a switch ready to open a 
secret passage near a third character. The first two 
characters must then fix the junction and throw the 


Fortunately, nose hair is not yet a part of 
graphics excellence. 


switch allowing the third to enter a secret chamber all 
within a certain time limit. Mission structure will have 
some branching capability so that the player is not 
held to a strict order of completion. The player may 
control up to three different characters in a given 
mission. You'll be able to group the characters and 
control them together or split them up and control 
them separately. 

The game uses a third-person viewpoint, and 
based on early versions of the game, the graphics 
appear to be competitive with most recent 3D 
games. Weather will change and affect visibility in 
missions and other aspects of the environment will 
be animated where appropriate. The main charac- 
ters will have mouth movement synchronized when 
they talk. The feeling of "being there" will be 
enhanced by the use of spoken dialogue for the 
over 6000 lines of conversation between charac- 
ters. There will be numerous cut scenes and mis- 
sion briefings in which characters give opinions 
about the upcoming mission. 

When it's released this winter, we'll see if 
Freedom: First Resistance is another evolutionary 
step toward a deeper gaming experience. The 
addition of an established fictional world should 
be of interest fans of the book series and to those 
just looking for an interesting story to accompany 
their shooting spree. —Brett Berger 


Uh-oh, this is where everything went bonkers 
in Half-Life. 
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the new buyer. The SouthPeak offices 
will be relocated to an undisclosed 
location and their 70 employees will 
either be let go or offered different 
positions at SAS... Free Ground 
Control, sorta—Sierra announced that 
Ground Control: Dark Conspiracy will 
be offered to consumers free of 
charge with the purchase of the origi- 
nal game. The expansion features 15 
new single player missions, new mul- 
tiplayer maps and game modes, new 
environments and terrains, a third 
faction with new playable units, 
additional Crayven and Order of the 
New Dawn units and special 
weapons... Gathering gets Mac— 
Gathering of Developers will publish 
seven Mac games in 2000 and 
beyond. 2000 will see Mac versions 
of Heavy Metal: F.A.K.K.2, Rune and 
4x4 EVO. In 2001, they will release 
Oni, Tropico, FLY! 2001 and 
Shadowbane. In other Mac news, 


Shadowbane 


Interplay announced that they have 
inked a deal with United Developers, 
LLC giving them the exclusive, world- 
wide use of the MacPlay trademark 
and MacPlay.com domain. The new 
MacPlay also gains rights to publish 
five of Interplay's titles for the 
Macintosh platform, including 
Icewind Dale and Baldur's Gate II: 
Shadows of Amn... So you wanna be 
а TV Star?—French game developer 
Monte Cristo has unveiled TV Star, 
something they describe as a "satiri- 
cal role-playing game that takes 
place in the world of the media." You 
get to be a star, with the goal of 
reaching the pinnacle of power in the 
media world (a cocaine and Prozac 
overdose perhaps?). Sound interest- 
ing and potentially amusing, but the 
key is the "French game developer" 
part... Episodic lineup—World 
Entertainment Broadcasting Corp 
announced that developers Sunstorm 
Interactive (blame them for Deer 
Hunter), Yobro Productions, and 
ImaginEngine have five titles in 
development that will be distributed 
in late 2000. The games, all with 
rather unfortunate names >>> 
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Icewind Dale: The Heart of Winter 


Return to the Spine of the World 


THANKS TO A BIZARRE MARKETING CAMPAIGN BY 
Interplay, a lot of gamers went into Interplay's 
Icewind Dale thinking that they were about to play a 
Diablo-like hack-and-slash role-playing game that 
would be very light on story and very heavy on com- 
bat. It ended up surprising a lot of people. While it 
was combat heavy and wasn't as story-driven as 
other games in their stable (Fallout, Baldur's Gate or 
Planescape Torment) Icewind Dale still played like a 
traditional combat heavy Advanced Dungeons & 
Dragons pen-and-paper module. This design philos- 
ophy opens the door for further adventures in the 
Spine of the World Mountains, and as luck would 
have it the folks at Interplay and Black Isle Studios are 
hard at work on the expansion, Icewind Dale: The 
Heart of Winter. 

The expansion picks up right where the original 
game left off. If you finished Icewind Dale, you sim- 
ply continue the story from there, or if you haven't 
taken the plunge into the Spine of the World you can 
start your adventure from the beginning (you still 
need a copy of the main game) and take advantage 
of the perks that the add-on has to offer. The story- 
line sounds fairly straightforward. “The story centers 
on the smallest of the Ten Towns of Icewind Dale, 
Lonelywood,” explains designer Josh Sawyer 
explains. “A barbarian shaman enlists the aid of the 
party to deal with an impending war. A new leader 
has risen among the barbarian tribes, uniting them to 
sweep across the Ten Towns, leveling all they come 
across. It’s up to your party of heroes (and villains) to 
find out what’s going on.” 

What would an add-on be without new bad guys? 
The expansion will toss several new monster types 
into the mix. “The one I’m most excited about is the 
Remorhaz, or ‘polar worms’” says Sawyer. "Remorhaz 
are classic powerful DED monsters, and they fit the 
setting very well. In addition, there are hordes (liter- 
ally) of new barbarians and fearsome undead.” He’s 
particularly happy about the undead. “I just can't 
get enough of those guys. The Wailing Virgins are 
particularly cool, and | can’t wait to see what players 
think of them.” 

The developers are also making new and more 
powerful spells available to players. There are nearly 
60 new spells for wizards, clerics, and druids, and 


Concept painting for a Barbarian encampment 
east of Lonelywood. 
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more than 80 new magic items—even refinements to 
items in the original game. "We decided to beef up 
all levels of spells for all casters in the expansion,” 
Sawyer continues, “ Druids got a lot of new, more 
distinctive spells, including Beast Claw, Storm Shell, 
Smashing Wave, Animal Rage, Whirlwind, and 


Attacking barbarians within their encampment. We see 
lots of angry spellfire going off, showing several new 
spells, including Soul Eater. 


Earthquake. Clerics are supplemented as well. Not 
only do evil clerics now get access to the ‘Cause’ 
variants of healing spells (Cause Light Wounds, 
Cause Moderate wounds, etc.), but they also will be 
able to cast devastating spells like Slay Living, 
Spiritual Wrath, Blade Barrier, and Cloud of 
Pestilence.” The wizard classes haven't been left out, 
either. Sawyer says that mages now have access to 
such offensive minded spells as Cat’s Grace, Trollish 
Fortitude, Lance of Disruption, Mordenkainen's Force 
Missiles, Shout, and Abi-Dalzim’s Horrid Wilting 
among others. “We’re still working on refining the 
old spells,” he admits, “but some immediate 
improvements include a revision of Mirror Image to 
make it more balanced, revisions to Beltyn’s Burning 
Blood and Shroud of Flame to make them more 
appropriately powerful, and a revision to Spike 
Stones to make it balanced when compared to the 
new druid spell Spike Growth.” 

In terms of gameplay, the design team is adding a 
number of features from Baldur's Gate Il, such as gem 
bags and scroll cases. A new feature, ranger tracking, 
should be fairly interesting, especially for people 
playing the game for the first time. It allows rangers 
to gain information about what people and monsters 
are in an area, how many there are, and so on. For 
the power gamers worried about the experience cap, 
it has been raised to 2,900,000. This allows clerics to 
reach 20th level, druids to reach 14th level, fighters to 
reach 19th level, wizards, paladins and rangers to 
reach 17th level, and thieves and bards to reach 
beyond 20th level. 

Black Isle Studios has built a healthy stable of 
top-notch role-playing games; it sounds as if 
Icewind Dale: The Heart of Winter will be another 
notch on the team’s belt. With new spells, monsters, 
an improved interface, and a continuing storyline it 
sounds like a can’t miss for fans of the original 
game. —William Abner 
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(Feedn' Chloe, Primal Prey, RC 
DareDevil, Monkey Brains and 
especially the groan inducing Blow 
This!), will have first episodes that 
are downloadable, with a small 

fee charged for additional install- 
ments. Back in the old days we 
called this "Shareware." 
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Microsoft 
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1T SEEMS LIKE ONLY YESTERDAY THE HICH HEAT BASE- 
ball series was first introduced, and now only a few 
short years later it is heralded as one of the best 
sports franchises in existence. Unfortunately, being а 
good game hasn't been enough to warrant "EA 
Sports-like" sales figures. What's a publisher to do? 
Why, beef up the graphics, of course. 

3DO is spending the majority of this year's devel- 
opment cycle on improving the visual presentation of 
the game; the game has yet to even reach the alpha 
stage and things are slowly starting to come togeth- 
er. The plan is to have the players look, and behave, 
like their real life personas. Signature batting stances 
and pitching motions are among the improvements, 
along with better face mapping. 

Feature wise, the lack of a financial/free agent 
model may upset some fans, but there are new fea- 
tures that are certainly worth talking about. It will 
finally offer full HTML support; this alone should 
make running an Internet league a breeze. New 
weather effects are also planned—rain delays and 
game cancellations will now be possible and yes, 
they may have an impact on a pitcher's performance. 
In September, team rosters will now expand to 40 
players, and the exhibition rosters can have up to 35. 

A new two-man announcer team is set for this ver- 
sion. Base coaches will now order runners to hold, 
slide, take extra bases, etc. Managers will also visit 


High Heat Baseball 2002 


the mound to settle down a pitcher or to get a read 
on how tired he is. Catcher snap throws, a new cut- 
off man system, dropped third strikes and player sus- 
pensions are all to be added to this year’s model. 

3D0 is planning for a March or early April 
release, and with luck it will continue its tradition 
of excellence. We'll find out how it comes together 
when the first pitch is thrown this spring. 
—William Abner 
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No Escape 


WITH ALL THE RECENT DISCUSSION ABOUT VIOLENCE IN 
the media, it was only a matter of time before some- 
one took the poster-child for violent and competitive 
computer games and sweetened it up a bit. FunCom 
is creating a cute, cartoon-y shooter where nobody 
actually dies, hoping to capture some of the younger 
market who shouldn't be playing those violent first- 
person shooters. The game design is just like Unrea/ 
Tournament or Quake III Arena: you're one of several 
contestants in a big televised tournament, which 
means you're in for a ladder-style competition 


Tiny planets, tiny contestants. 


| take it this isn’t the Happy Planet. 


against bots in a single-player recreation of the mul- 
tiplayer game. Only when you loose all your health, 
you're just "knocked out." Nobody dies. 

Though No Escape will feature several traditional 
game modes like deathmatch and capture the flag, 
there are some interesting differences to the standard 
shooter fare. To begin with, the tournaments take 
place on tiny planets (think “Little Prince tiny”) and 
you control your cartoonish character from a pulled- 
back third-person camera. The small-planet design 
simplifies the game somewhat, since there’s no over- 
and-under architecture to worry about. Everything is 
essentially on the same plane. This gameplay simpli- 
fication, along with the cartoon-y low-violence 
graphics and humorous video intros for the eight 
game characters, clearly marks No Escape as a 
“something for the kids” kind of game. 
Unfortunately, cartoonish games on the PC seem to 
be forgotten at retail, regardless of quality (witness 
Rayman 2). Will No Escape suffer the same fate? We'll 
see this Winter. —/ason Cross 
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Scream. Howl. Heckle. 
The voice, man's primal 
form of communication, 
will once again revolutionize 
the way battles are won. 


With SideWinder? Game 


Voice you'll talk to and hear | 
your squad without losing | 
a step in an online firefight. 
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of hiding. Because with the 


power of speech, your team's 


“more like a real squad— 
focusing on the hunt and kill. 
Instead of the hunt and peck. 
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WarCraft series—a look at ће magic behind the game 


Blizzard Entertainment readies the latest entry in the 
By Mark Asher 


When you approach 
Blizzard Entertainment's 
Irvine headquarters, the 
first thing you notice is 
how bland and corporate 
its facilities really are. 
Sprawling across several 
floors of a nondescript 
building, with room after 
room of cubes and 
offices, all that's missing 
is Dilbert and a boss with 
pointy hair. 
` Looking at this sterile 


and dull environment, it’s 


difficult to figure out where 
Blizzard keeps the magic 
that has led to the creation 
of games like Diablo and 
StarCraft. Where are the 
diodes with bolts of 
electrical energy arcing 
between them? Why . 
isn't the ceiling cranked 
open to draw upon the 
mystical creative energies 
of the universe? Why are 
there printers and 
paperclips instead of 
evidence of eccentric 
genius, like homemade 
radio-controlled airplanes 
flying through the halls? 
Just where is the magic? 


S 1002 АЧУПМУ!. SIWY YILNAWOD 


* JANUARY 2001 


COMPUTER GAMES 


Blizzard is currently conjuring up the latest in its WarCraft series of real- 
time strategy games, taking the game into 3D and tweaking the standard 
"collect resources, build a town and defenses, amass an army, attack your 
opponent” style of gameplay. You can control five different races—Orcs, 
Humans, Undead, Demons and Night Elves (the latter has been previously 
unannounced)—each possessing unique units, magical abilities and 
armaments. A more tightly integrated and developed storyline will drive 
the single-player game, while multiplayer over Battle.net promises more 
players and gameplay variants (including team play and questing). 


Design goals 


WarCraft Ill represents a number of firsts for Blizzard. Perhaps most sig- 
nificantly, it’s their first game to meld role-playing and real-time strate- 


A level 1 Demon Hunter leads a Night Elf war party. 


This tileset represents Ashen, the Night Elves homeland. 


gy. As reported over a year 
ago [CGM 109], Blizzard is 
still calling WarCraft 
Шат “RPS,” which 

is its term for a 
role-playing 

strategy game— 

after seeing the 

game in 

action, it’s easy 

to see why. 

Blizzard is mak- 
ing a lot of changes to 
the series, and there is 
some concer it may be going 
too far. “We want someone who 
has played StarCraft and WarCraft II 
to be able to sit down and immediate- 
ly start playing the game,” 
explains the game’s pro- 
ducer Rob Pardo. "We've 
made sure there’s enough 
familiarity about it that 
players can get right into it.” 

He points out that peons can go mine gold 

and you can build as before. “We want players to focus on managing 
battles and casting spells and counterspells, we don’t want to emphasize 
the SimCity aspects. We don’t want players to have to be in the base all 
the time and micromanage.” As an example, there’s only one resource to 
mine, and the towns themselves are probably half the size of those found 
in their other games. He also adds that they are considering adding a 
second resource. 

Few strategy games have made the move to 3D with a full measure of 
success, as it usually adds to the complexity of the control scheme—the 
more you make the player work to find the proper angles to view the 
game, the tougher it is to play the game. “We are fixing the camera to a 
position that will be similar to what people have seen in the past in other 


games," explains Pardo. He points out that they still plan on doing 
some smooth camera moves, but they're still undecided how much 
control to give the player. "We just want people to have fun with the 
game without having to deal with the 3D-ness of it." 

He then invokes a cheat code and creates several Orc warriors, 
including a Warchief on horseback, and sends them galloping off to 
fight some Humans. Seeing everything in motion the move to 3D 
makes perfect sense—we're talking some damn cool graphics here, 
with the Orcs moving into battle poses and swinging their axes. 
Blizzard's never been known for cutting edge visuals, but this may 
change with WarCraft Ill. 


THE Mighty nerürs 

“The idea of veteran units is something that people have been asking 
about for a long time,” explains Pardo. “You can spot the heroes 
quite easily because they will have glowing weapons. They'll have 
experience points and attributes, such as strength and intelligence.” 
Heroes gain experience points and will gain levels, just like characters 
in role-playing games. As they gain levels, their attributes will natu- 
rally increase, so warrior types will see their strength and damage 
capacity go up while magic users will gain intelligence and mana. 

He shows the two types of heroes in the game. “We have heroes we 
view as leaders or generals, and a lot of their abilities they have are 
things like auras which make all the units around them better in some 
way, and they might also have other spells that directly affect their 
units,” he explains. “Then there’s also a whole class of heroes that are 
more designed for solo combat. We give them abilities that are more 
designed for single combat.” Blizzard is leaning towards giving each 
hero type about five spells. 

As heroes gain levels, they also gain new abilities and spells, which 
makes the game somewhat similar to Diablo II in this regard. For 
instance, a Blademaster hero might choose a critical strike ability and 
continue to add to it each time the hero gains a level rather than 
choose another ability. Or you can choose a new ability with each 
level gain. 

"A lot of the design is aimed at bringing in the role-playing 
aspects of the game with the heroes," explains Pardo. "We'll have 
quests that you can do with the heroes that will give them experience 
points and allow them to recruit allies. Heroes will also be able to pick 
up items, and there will be merchants on the map you can buy items 
from." They're also planning on having some underground missions 
that will be similar to traditional dungeon crawls. 

If it all sounds very much like a traditional role-playing game, you're 
right. And as in an RPG, your heroes can't really die. They can be killed, e 
but you can reincarnate them. "What we're hoping to do is encourage 1 ^t 
people to fight with their heroes in battle," says Pardo. "In StarCraft we 
had a hero like Zeratul that we wanted everyone to play with, but 
because the risk was so high of him dying, players would stick him back 
in the town and never use him. So we want people to go out and play 
with their heroes, but if they die, they're penalized a little bit, but not so 
much that they won't use them in battle. That's the goal." 

He explains that reincamation works in two ways. It can be a pas- 
sive ability, and if a hero dies and has enough mana available he'll 
bum his whole mana bar to reincarnate. Otherwise, if heroes die in 
battle, players will have a building in town called the altar where 
heroes can be revived for a price that is determined by the level of the 
deceased hero. 


Enter TRE Might [UES 
You may know who the fifth Beatle is, and Beethoven's Fifth might be 
your favorite symphony. If you're a former Governor of Arkansas, you 
might have wished you had taken the Fifth a few times during certain 
legal proceedings, and if you're a conspiracy buff you know, or think 
you know, all about the fifth column. If you're a gamer, though, the 
most important fifth is the one you've been waiting patiently to read 
about. You knew all about the Humans, Orcs, the Undead, and 
Demons that would be featured in WarCraft III, but until now you did- 
n't know that the fifth race is...the Night Elves. [See "Night Elves and 
Heroes, " page 46] 

And what a race it is. It's always been there in the world of 
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WarCraft, but we've never seen them 
before as they've remained hidden 
and distant from the clashes between 
the Orcs and the Humans, preferring 
to stay cloistered in the mountains 
and forests. In WarCraft III they will be 
drawn into the battle once more as 
they face their ancient enemies, the 
Demons of the Burning Legion. Wait 
until you see them in action, too. 
These tribal druids and warriors are 
fast and deadly, with ranged attacks 
and nifty abilities, like being able to 
hide in the shadows and shape- 
change into animals. 

"The idea of the Night Elves goes 
back to the prehistory of Azeroth,” 
begins Pardo. It seems that the Night 
Elves were the first race on Azeroth and 
their reckless use of magic attracted 
the attention of the Burning Legion 
and a titantic war ensued. The Night 
Elves ultimately won, but their home- 
lands were shattered so they retreated 
to the wilds. “Now it’s going to happen 


again. The Demons will return, and in the course of the campaign, you'll 


discover the Night Elves.” 


Despite their rather ominous look (as evidenced by the attractive 
chap on the cover), Pardo wants to make it clear that the nature of the 
Night Elves is not evil. "They're not Drow or Dark Elves,” he explains. 
"They're a race that hangs out in the mountains and the forest. And 
they’re very tribal and very druidic and also very nocturnal.” So a lot 
of their powers draw upon the night or nature. They are much more a 


type of guardian of the land and nature. 


In terms of gameplay, he explains that they have many fast moving 


Despite their rather ominous 
look (as evidenced by the 
attractive chap on the cover), 
Pardo wants to make it clear 
that the nature of the Night 
Elves is not evil. "They're not 
Drow or Dark Elves," he 


explains. "They're a race that 


hangs out in the mountains 
and the forest. 


units, and many units that have 
ranged attacks. The males are 
the druids and can cast druid- 
type spells. The females are the 
warriors and the guardians of 
the tribe. Generally the Night 
Elf units are more fragile. "It 
will be important for the Night 
Elf player to manage his battles 
carefully with hit-and-run tac- 
tics," he continues. "A straight 
up fight with Orc 
Grunts/Taurens will never end 
well for the Night Elves.” He 
goes on to point out that the 
player that will enjoy Night 
Elves the most will be the one 
that likes the combat aspect of 
the game the most. It will be 
essential for Night Elf players to 
manage their troops constantly 
to avoid ambushes and stand- 
up confrontations with the 
sturdier armies. 

Pardo said that the Night 


Elves represent another first for Blizzard. They're the first race that takes 


advantage of the Day/Night Cycle in the game, which is new. Several 


strategy games.” 


Night Elf units will have the ability to Shadow Meld at nighttime to 
become invisible to enemy troops. “The Night Elf spellcasters have the 
ability to Change Shape to an animal, which is also new to our real-time 


Ents will be the basic peons for the Night Elves. “They can transform 
into Treants. The Treants in turn will change into the Night Elf buildings,” 


Pardo says. “All buildings can also transform back into Treants. You can 


Night Elves attack the orcs, who are led by Gar’dal Grimsight, an Orcish hero. 


pick up your town and move and attack.” One type of building is The 
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ШШ The Night Elves awaken in the world 
and found a great society in the heart of Kalimdor. 
They tinker with primitive magic and inadvertently 
set it loose throughout the world of Azeroth. The 
demonic Burning Legion, lured by the resultant 
energies, launches a massive invasion in order to 
drain the world of its innate magic. The Night Elves, 
unable to defeat the raging Demons, are forced to 
ally themselves with the ancient Dragons in order to 
banish the Legion from the world. The ensuing con- 
flict is so apocalyptic, that the greater land- mass 
of Kalimdor is broken apart and smashed beneath 
the sea. The Night Elves vow to never use magic 
again, for fear that the Legion would return. 


П ШП Unwilling to give ир its precious mag- 
ics, a small band of Night Elves is exiled from 
Kalimdor. Travelling to the newly formed eastern 
lands, they found the kingdom of Quel'Thalas and 
begin to refer to themselves as High Elves. The 
High Elves are continually besieged by the native 
Troll warbands. 


[] ЁШ The Human Empire of Arathor is 
founded in Lordaeron 


[1 E700 The High Elves, on the verge of losing 
their continuing war against the Trolls, seek the 
aid of the Humans of Arathor. In exchange for their 
help against the Trolls, the High Elves agree to 
teach men in the ways of magic. The combined 
army of Elves and Humans wipes out the majority 
of Trolls in Lordaeron. 


LE RI Due to the Humans' reckless use of 
magic, agents of the Burning Legion find their way 
back into the world. The Order of Tirisfal is found- 
ed. The powerful Guardians of Tirisfal are charged 
with fighting a secret war against the agents of 
the Legion, unbeknownst to the general populace. 


[Len Due to internal struggles and the pres- 
sures of over-expansion, the Human Empire of 
Arathor fragments into seven autonomous 
nations. 


[11% The Guardian, Aegwynn, defeats Sargeras, 
the Lord of the Burning Legion in single combat. 
Sargeras’ malevolent spirit bonds with the soul of 
Aegwynn's unborn child. 


0% Though banished from Azeroth, the Burning 
Legion corrupts the Orcish clans on the world of 
Draenor. The once noble, shamanistic Orc clans 
unite and become a rampaging Horde under the 
rule of the malevolent Shadow Council. 


g 31 Aegwynn gives birth to her son, Medivh, 
who is destined to become the Last Guardian. 


[] 1 Medivh, driven mad by the spirit of. 
Sargeras, opens the Dark Portal and the Orcish 
Horde begins its invasion of Azeroth. 


Warcraft: Orcs and HUMANS 


[05 Medivh is killed by his friend, Lord Lothar, 
and his own apprentice, Khadgar. After five gruel- 
ing years of attrition, the Horde finally conquers the 
nations of Azeroth and Khaz Modan and claims 
Blackrock Spire as its base of operations. Lord 
Lothar leads an exodus of refugees to the northern 
nation of Lordaeron. Once there, he convinces the 
leaders of the seven human nations to unite in 
arms against the Horde. The separate nations of 
the Arathorian empire are reunited as the Alliance 
of Lordaeron. 


Шагсгаїт ЇЇ: Tides Of Darkness 


Of Orgrim Doomhammer, the Warchief of the 
Horde, launches his mighty fleets to invade the 
shores of Lordaeron. The unstoppable Horde push- 
es its way into the heartland of Lordaeron and 
succeeds in destroying the High Elves' ancient 
kingdom of Quel'Thalas. 

The Alliance forces push back, but Lord Lothar 
is killed during the siege of Blackrock Spire. 
Spurred by the death of their beloved leader, the 
Alliance armies crush Blackrock Spire and push 
the Horde back to the threshold of the Dark 
Portal. The Dark Portal is destroyed and the Horde 
is defeated. 


07 The Renegade Orcs are rounded up апа 
placed into internment camps by the Alliance. 


ШШШ 


[n The ancient Orc Shaman, Ner'zhul, rallies the 
few clans still left on Draenor and reopens the Dark 


Portal. He orders his clans to steal a number of 
artifacts from Azeroth that will allow him to open 
multiple Portals in Draenor. The Alliance sends its 
armies, led by the wizard Khadgar, through the 
Dark Portal in order to stop Ner'zhul's schemes. 
The two armies clash throughout the world of 
Draenor for months. 

Empowered by the stolen artifacts, Ner'zhul 
opens a number of Portals in Draenor. Yet, before 
he can lead his clans through them, their energies 
spiral out of control and begin to destroy the very 
fabric of that world. The Alliance heroes, knowing 
that they would be trapped forever, destroy the 
Dark Portal so that Azeroth is not consumed by the 
raging energies. 

The blasted world of Draenor tears itself apart. 


ga The Alliance grows uneasy as the Orcish 
internment camps are reopened. Only a few, scat- 
tered Orc clans evade the Alliance's wrath and eke 
out a living in the harsh wilderness. 


ТЇГШЇ THE: LOTO Of THE Clans 


ПЁ Thrall, a young Orc raised as a Human 
slave and gladiator, escapes from bondage and 
sets off on a quest to discover his stolen heritage. 
Thrall succeeds in reuniting a number of renegade 
Orc clans and leads them in revolt against the 
Alliance Regional Wardens. 


nations begin to bicker and quarrel. Tensions run 
high amongst the Human leaders. Thrall becomes 
the new Warchief of the Horde and helps to rein- 
troduce his people to their abandoned shamanis- 
tic culture. 

The reinvigorated Horde begins to lose the last 
traces of the Legion's demonic corruption. 

Civil strife rages through the nations of the 
Alliance as threat of a new, unseen foe draws 
near-The Burning Legion has returned... 
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Sentry and will be the equivalent of a defensive 
tower. "The Sentry can walk around and attack 
or he can shoot his roots into the ground and 
have a ranged attack, so it's sort of a "siege 
tank" unit." 


Item 

Blizzard is tweaking a bit more of the formula 
for the standard real-time strategy games, 
with most insight coming from examining 


ШШШ | 


their past titles. "One of the things that we 
noticed in StarCraft is that people would just 
send out tons of troops and stay in their towns 
and mine more resources,” explains Pardo. 
"They'd click on their mini map to direct their 
troops and handle combat." He details a situ- 
ation where one player might win a battle 
because he or she micromanaged the combat 
and cast spells effectively, but ends up losing 
the game by being outproduced by the player 


who micromanaged production. Pardo wants 
to change that. 

“with WarCraft III the food cap will be lower, 
so you'll have smaller towns, fewer peons, and 
fewer units," he continues. “All the units will be 
stronger. You still make massive armies, but 
we've found that players like games being 
about a half hour long and they like the action, 
so the smaller armies seems to be more of a nat- 
ural function rather than something we have to 
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EIES and HETOeS 


night 


The Night Elves were the first race in the World of Warcraft. They studied 
magic nearly ten thousand years before the events of the first game unfolded. 
Their reckless use of magic drew the Burning Legion into the world and led to 
a terrible war, with the Night Elves finally prevailing, but only with the help 
of the ancient dragons. 

During the battle the homeland of the Elves was destroyed and sank into 
the seas. Since then the Night Elves have refused to use magic out of fear that 
it would allow the Burning Legion to return to their world. They also have 
cloistered themselves off from the rest of the races of their world, whom they 
distrust. The Night Elves are honorable and just. They are nocturnal and 
druidic by nature, with their males becoming shamans and the females 
guarding the homelands as warriors. 


ШШЕ 

Ent 

Ents are charged with performing much of the Night Elves’ labor tasks. They 
are enchanted beings that resemble animated trees, but are in fact powered 
by spirits of nature. They can do very little damage to others, but are very 
hardy and can withstand great amounts of damage themselves. Ents may also 
transform into stationary structures. Like the Terran buildings in Starcraft, 
Ents can uproot themselves, move, and then transform into structures again. 


ATCHET 


The first line of defense for the Night Elf forces, these stealthy women carry 
powerful long bows capable of a longer range than most units in the game. 
These brave warriors are always on the move, seeking to protect the borders 
of Kalimdor from any hostile incursion. 

A special ability of the archer is Shadow Meld. At nighttime, Archers will 
blend into their environment becoming invisible. This only works when the 
unit is completely still. 
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Warcraft's earliest race and its most powerful creatures 


Sentinel 


Sentinels are the disciples of the Priestesses of the Moon. They are the elite 
warriors of the Night Elves. They have light, strong armor, and also have an 
Owl companion, which they can use to scout surrounding areas. 

Sentinels also have the Shadow Meld ability as well as Directed Scout, 
which allows you to launch a raven and see through its eyes. You may also 
fly the bird. 


Druin nf ШЕ Talon 
These mysterious Druids have adopted the totem of the Raven, and can 
assume the form of the dark birds at will. While in Raven form, these Druids 
gain an advantage in mobility, but cannot attack. 

While in Dark Elf form, this type of Druid may cast Cyclone, during which 
a single targeted unit will be encased in a cyclone of air and debris. The tar- 
get will be trapped in this cyclone for the duration of the spell and receive 
damage. They may also cast Raven Form, in which the Druid may transform 
himself into a large raven. In this form the druid will regenerate and be able 
to fly, but, as with Bear Form, he will not be able to cast any spell except to 
transform back into Elf Form. 


шй 

Dryads are the children of the Night Elf demigod, Cenarius. They have Elven 
torsos and the lower bodies of woodland fauns. They carry light spears and 
javelins into battle, and uphold the honor of the Night Elf race at all times. 
Dryads may impart weakness upon all enemy units that are hit as their 
spears are equipped with poison tips. 


Druja Of THE Clau 


These mighty Druids have adopted the ancient totem of the bear. They have 
numerous powers with which to defend and lead their brethren in times of 


force. From a control aspect, with smaller armies 
and tougher units, you can go out and micro- 
manage the spells. If you want to battle with a 
horde, you can and the other guy might have 
fewer units but might really surgically attack 
you with spells." 

Pardo's right about the spells and the 
fights. As demonstrated, the individual fight- 
ers are much tougher and the battles last long 
enough so that casting spells is easy to do, 


avoiding the frantic mouseclicking that is 
required in StarCraft. 


niner CODI things 

"We wanted to make the maps a little more 
interactive than they are in StarCraft,” Pardo 
explains. He says they want to avoid the 
gameboard feel of it, with resources, choke- 
points and strategic types of maps. "We want 
WarCraft III to feel more like you're fighting in 


a local area than on a map, so we've added 
neutral creatures and buildings to the game." 
The neutral creatures will change the play 

style. "It makes you play a little more legiti- 
mate. We don't want people to feel like they're 
fighting the map, but we just want it to feel 
like you have to legitimately explore the map. 
With neutral creatures, you can't just send out 
a peon to explore because the creatures will kill 
it. You see this in Heroes of Might and Magic, 


| SENTINEL 


peril. They have the special ability to transform into a large Bear and 
attack their enemies with greater strength and ferocity. 

When in their base form they may cast these spells: Roar, through which 
the Druid will emit a mighty Roar and all units within the area of effect will 
receive invulnerability for two seconds; and Bear Form, in which the Druid 
may transform himself into a giant bear. In this form the Druid will regen- 
erate and have a melee attack, but will not be able to cast any spell except 
to transform back into Elf Form. 


Treant 


These large, living trees are animated by the spirits of nature and exist to 
defend Kalimdor and the Night Elves’ secret homeland. In battle the Treant 
uses its underground roots to reach up and tear at enemy forces. The 
Treant also has the ability to Root itself, which gives it a number of special 
abilities, such as regeneration. 


ЇГШЇ-ЇГШШ 


The most powerful of the Druid caste, the Arch Druids possess fearsome 
powers when roused by danger. These Night Elf males have sprouted 
large antler horns from their foreheads, which give them a feral, menac- 
ing appearance. They carry ancient woodland staves as their primary 
melee weapons. 

Their special offensive abilities include Sleep and Spore Cloud. When 
Sleep is cast, the target unit falls asleep. While asleep the unit may not 
attack, use any abilities or receive any commands. During Spore Cloud, a 
poison gas cloud erupts in the area of effect. All units within the cloud will 
be poisoned and take damage over time from the effects. 


WEEBET Of TIE ШШЕ 


These mighty creatures live in seclusion, away from the rest of Night Elf 
society. Charged with protecting the serenity of the wildlands, these 
half-Elf, half-stag-like beings wield the forces of nature with rather 
terrible efficiency. 

Their special offensive abilities include Barkskin and Strangle Vines. 
Barkskin, which can be cast on any unit, give the target additional defense 
for the duration of the spell. Strange Vines traps an area of ground that 
sprouts poison vines that will attack any units that walk on them. 


DEMON HUNTET 


These tortured warriors have given up their very souls to combat the dark- 
est enemies of the Night Elf race. Demon Hunters fight fire with fire by 
using the Demons’ own supernatural powers against them. Often outcast 
by other Night Elves, the Demon Hunters are capable of doing tremendous 
damage to any supernatural enemies that might threaten the sanctity of 
their beloved homeland. 

A psionic attack of the Demon Hunter's is Soul Siphon. This spell will 
drain mana from the target and convert the stolen mana to health for the 
Demon Hunter. 

He may also cast Mind Lock during which the affected unit may not cast 
any spells for the duration of the spell. 


Priestess Of Ine Moon 


The True Leaders of the Night Elf army (collectively referred to as the 
Sentinels), the Priestesses of the Moon epitomize the power and grace of 
their race’s ancient Moon Goddess, Lunathris. The Priestesses, equipped 
with silvery, glowing armor, ride atop the fearless Giant Owls of 
Kalimdor. Armed with magical energy bows, they will stop at nothing to 
insure the safety of their people. 

With Searing Light, the Priestess shoots a beam of bright moonlight 
at a target. If the target is Undead, they will receive double damage 
from the searing light. She may also cast Twilight, during which the 
Priestess changes the current time of day to Sunset. This will work well 
with those Night Elves who have the ability to become invisible when 
motionless at night. 


nisaiin 


These mysterious women have given themselves over to the shadowy prac- 
tices of death and subversion. They employ numerous types of poisons and 
abilities in their dark mission to slay all those who would threaten their 
people. Although they are distrusted by the more overt Sentinels, they are 
a valued addition to any Night Elf fighting force. 

Their abilities include Slow Poison and Blink. The Assassin uses her blow- 
gun to fire a dart at a unit. The target will be poisoned and very slowly take 
damage until dead or cured. Blink is a short-range teleport spell. 

The assassin may instantly teleport herself to any location within her 
spellrange. m 
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Blizzard was founded in February of 1991 as 
Silicon & Synapse, Inc., and up until February of 
1994 developed numerous games for other pub- 
lishers, including Amiga Lord of the Rings, Amiga 
Battlechess Il, and The Lost Vikings, Blackthorne 
and The Life and Death of Superman. Silicone & 
Synapse changed its name first to Chaos Studios 
and then to Blizzard Entertainment in April of 
1994, the same year it was acquired by Davidson 
& Associates, Inc. In November of that year, 
Blizzard released the first game under its new 
label, WarCraft: Orcs and Humans. 

“Dune Il was the one that started it all,” 
explains Blizzard’s Bill Roper. “We couldn’t 
believe that no one else, including Westwood, 
had ever done another game that had this real- 
time strategy element. [WarCraft] got strong 
reviews and was really well accepted by journal- 
ists and the hardcore gaming community. For a 
first title it sold really well, and Davidson was 
ecstatic with it. We did more than our projected 
numbers and it established what | think has 
always been a precedent for Blizzard. We really 
work to make excellent, definitive titles.” 

In December of 1995, Blizzard released its 
biggest game yet WarCraft II: Tides of Darkness. 
This would be the first in a string of games that 
would garner game of the year honors from vari- 
ous sources and top the sales charts. WarCraft II 
expanded on the gameplay of the first game, 
offering a new resource to mine in oil, and it was 
the first game with playable naval units. 

The initial concept for WarCraft Il was some- 
thing that would never reach the store shelves. 
"We had this whole new idea about the opening 
cinematics,” Roper recollects. “You would see a 


history of Warcraft and Blizzard 


couple of fighter pilots flying their F-16s, and one 
guy would radio about bogeys coming in, and 
then the other would say, ‘| know where it is! I’ve 
got it on my scope!’ Then a dragon would come in 
and flame this F-16. It was going to be WarCraft II 
with the orcs and trolls and ogres and dragons all 
coming in through a dark portal into modern day 
earth. We would have had guys with machine 
guns and hand grenades. We talked about it for. 
another couple of hours and then said, 'Nah, that's 
a really bad idea.’ I'm really glad we got that one 
out of the way and stuck with full fantasy." 


ШЇШЇГЇ ang WESTON qu paraliel 
WarCraft Il and Westwood Studios’ Command & 
Conquer were released within months of one 
another, and these two games helped expand the 
multiplayer gaming scene, with no small thanks to 
Kali, a $20 software utility and matching service 
that allowed players to spoof a LAN connection 
and play these games over the Internet. Blizzard 


Warcraft II 


The first RTS game to have naval battles. 


tong 


supported Kali and WarCraft II play with a special 
executable they released: war2kali.exe. 

The nearly simultaneous release of these two 
powerhouse games also sparked a bit of a rival- 
ry between Westwood and Blizzard. "It was a. 
very friendly and very respectful rivalry," 
explains Roper. "It was back and forth between 
us and we both were the better for it. It helped 
to escalate and skyrocket the genre. | have noth- 
ing but the utmost respect for Westwood. They 
made some great games and they still make 
great games." 

When asked to comment about its take on the 
rise of two product lines, Westwood spokesper- 
son Aaron Cohen stated, "That's one thing we 
can't omment on. We just don't talk about 
Blizzard. In fact, | can talk to you about anything 
else but Blizzard." 


Thr midgie years 


In May of 1996 Blizzard released the expansion 


The terrains were more varied in this sequel. 
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This Orc warlord hero has cast raging scream, which is an aura spell that 
makes the nearby Orcs stronger. 


COMPUTER GAMES 


which has neutral creatures. You know what you're going to see when 
you fight them—they’re just Al bots, really—but there's a little risk in try- 
ing to explore." He adds that the neutral creatures will discourage early 
game rushing as well. Just imagine if those Zerglings had to fight their 
way past a few trolls. They'd be a snack for those trolls. 

The neutral buildings work a bit differently. "They'll have different 
benefits. There will be mercenary camps where you can hire some troops, 
observatories that will let you see more of the map, and more. These 
buildings will give players different benefits when they control them or 
are near them, and it will be up to the players to determine if they want 
to guard them or not." 

The game will feature five campaigns, one for each race, but it will work 
differently than the campaigns that have unfolded in the previous 
Warcraft games. "We're still looking at how we want to set up the cam- 
paign. We're really trying to emphasize the role-playing aspects," says 
Pardo, "so we're trying to make the campaign much more seamless, much 
more like a role-playing experience where you'll have missions or quests 
in the game you'll get from non-player characters." He says they're trying 
to get away from the whole, "For this mission you'll do X" and then you 
get a victory screen followed by a new mission briefing screen. 


Playing te цате 

Pardo says they want the combat to last longer, and that it’s going to 
emphasize a lot more spellcasting. “We probably have three times as many 
spells in WarCraft III as we had in StarCraft," he points out, "so there's 
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The Holy War is over. 


The Demons of Gologotha have been banished, yet the 568 cer ШЕ) 
cost has been teo. The Creator, God of the Fyllid, = 
has been defeated and the faith of the people has begun to 
wane. Petty squabbles among the five remaining Gods has 
caused the land to split into five mystical territories - each 
at war with one another. Into this divided land steps a 
wizard, a man haunted by his past, whose choices will shape | 
the future. Which God will he choose? Will he sacrifice 
himself to change this world for the better, or will what 
remains of this world be sacrificed for one God's alone? 
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"Best PC Game of the Show." AVAILABLE NOW 
Z- ECTS 2000 


96 out of 100. “It’s worth every penny to pick u Seriously, this isa game ofthe year 
waiting to happen ВА. I highly recommend it." 
-- Game Addicts 


Shiny is poised to do some serious damage to the conventional wisdom of whatan RTS is to be. 
Sacrifice rewrites the rules and promises to be a huge hit.” 
— Gamers Pulse 


“Undoubtedly this is my choice for th strategy game of the year for 2000.” 
Х.СОП? 
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eone say "Game of the Year?" 
-- XLGaming.com 


uy this game as soon as it is out! You will not regret it.” 
8 —— PC Monkey.com 


"An average user will be flinging spells and desecrating alters in minutes." 
s ~~ Gamers Pulse 


“To sum it all up, this is a great game!” 
= Gamers Ed.com 


can't imagine а better game coming out this year..." 
.. —- Jester.com 


TOP TEN HOLIDAY SEASON PICKS: "sacrifice may (st be the kick to the butt that 
the strategy genre has been waiting for just as "Half Life" was with the FPS scene.” 
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WarCraft Il: Beyond the Dark Portal. In July of 
1996, CUC Software Services (which also owned 
Sierra) acquired Davidson and Blizzard. By 
September of that year, WarCraft II reached 1.2 
million copies sold and was the number-one sell- 
ing title of the year. 

From January of '97 to the present, Blizzard has 
been busy, releasing Diablo, StarCraft, Brood War 
and Diablo Il, all of which enjoyed critical and 
commercial success. CUC became the Cendant 
Corporation, and Cendant was evenutally pur- 
chased by Havas, a French company. Last year 
Blizzard released its most recent WarCraft prod- 
uct, the WarCraft II Battlenet Edition, which 
included a few minor tweaks, but was mainly 
done to provide a native Windows version of the 
game with built-in Battle.net support. 


Wartraft AUCNIUNET 

There is one more WarCraft game that Blizzard 
worked on that was never finished, WarCraft 
Adventures. "One thing we've always tried to do as 
a company is make the kinds of game that excite 
us and that we want to play, and that was the 


Orcs and Humans 


EY 


These effects were considered gorgeous in 
days of yore. 


impetus behind making it," explains Roper. "As we 
went along we found out that there's a lot of dif- 
ferent things that we had never done before that 
we needed to do for this game. We didn't like the 
way some of the puzzles worked, so we ended up 
bringing in Steve Meretzky to make a pass over the 
whole project." 


A very flat cobblestone path. 


Roper than said that Blizzard began to feel that 
the opportunity to release an old style adventure 
game had slipped away. "Curse of Monkey Island 
came out and Grim Fandango was next in line for 
Lucas, and we really started to feel like the game 
wouldn't live up to the expectations of fans. We just 
decided that it wouldn't be what our fans want or 


Warcraft AIUENTUFES 
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Nothing like a large pointy stick to your 


head. Ouch. been canceled? 


Does this look like a game that should have 


what we want, so we made the very hard decision 
to cancel the project.” 

Roper did say that some parts of WarCraft 
Adventures will make it into WarCraft III. “Some 
of the characters and storylines we created will 
be used in Warcraft III.” No animation will be 
recycled though. "The animation we did is prob- 
ably going to stay locked up in the Blizzard 
vaults forever." 

The future? Blizzard is working on Warcraft III 
of course, an expansion for Diablo Il, and at least 
one unannounced game about which many 
rumors abound. Some are guessing it's a StarCraft 
game, while others are saying it's a first-person 
shooter. What do you think? m 


going to be a lot more combat where you're casting spells and counter- 
spells. A lot of times in StarCraft the combat would be over in the time you 
could click on your spell and click on your target." 

Blizzard tested this by building maps in StarCraft. "We used the map 
editor and gave everthing three times as many hitpoints and made 
everything cost three times as much," explains Pardo. "Zealot rushing 
became four to five Zealots." With this kind of setup, they found that 
casting spells had a much bigger impact, and that's what they want to 
capture with WarCraft III. 

You can create your own simple StarCraft map and triple the cost and 
hitpoints of each unit and building, and then play the Al or another player. 
Pardo does caution that doing this to StarCraft did "break" some aspects of 
the game, so it's not a viable way to play most of your StarCraft games. 
Still, it might give you just a little taste of what the combat might be like. 


EHEHETIETI 

Be excited about WarCraft IIl. The game in action is much more visually 
impressive than the screenshots convey, and the gameplay seems like a 
new take on real-time strategy. You may have always been a bit frustrat- 
ed with the spellcasting units in both WarCraft Il and StarCraft for the 
very reasons Pardo mentioned—they’re too hard to use effectively in a 
fast-paced real-time strategy game, so you end up not using them and 
just create a mass of units that don't require as much micromanagement. 
WarCraft III looks like it will change all this and not only make managing 
battles easier, but crucial if you want to win, and all without sacrificing 
any of the fast-paced fun of previous Blizzard games. The idea of battles 
where you have time to cast spells that make a big impact is just really 
cool, and the smaller scale of the battles really lends an almost squad- 
level, tactical feel to the game. 


The only real concerns are twofold. First, by putting less of an emphasis 
on building and more on fighting, Blizzard is essentially changing a very 
successful formula. You all remember New Coke, don't you? Most people 
really enjoy building bases—digging in and watching the AI fling waves 
of troops at your well-fortified position is one of the favorite aspects of 
these games. Will Warcraft III afford this type of pleasure? 

The second concem is with the scope of the game. StarCraft's three 
races were exquisitely balanced and yet totally different from one 
another. Will Blizzard be able to balance the five races in Warcraft III? 
As the ante is raised and Blizzard increases the complexity of its games, 
the type of quality control it likes to exert becomes harder to pull off. 
Diablo Il is its most ambitious game yet, and it's arguably the bumpi- 
est game release it's had, with Battle.net problems and quite a few 
gameplay issues. 


THE Magic 
Finally, about that Blizzard magic. Pardo talks about how the develop- 
ers play their games over and over at their offices, spending weeks 
and weeks after the game is essentially finished, trying to tweak and 
polish it. Perhaps therein lies the answer to where the Blizzard magic 
comes from, a magic that would be out of place in an expensive high- 
rise penthouse office filled with the latest cool stuff. Great games 
require great effort, everything at Blizzard seems to say. Here’s how 
we create the 
magic. We just і ШТАТНА 
down every day GENRE 


and vore атоо PUBLISHER Blizzard Entertainment 


at least we make it 
look that way. m RELEASE DATE summer 2001 


+ S3WV9 YaLNdwoo 


Real-time Strategy 


1002 AYVANVI 


Lizbeth When Steven Spielberg 

j says, “Га like to see you 
guys do a horror game,” 
you then roll up your 
sleeves and do a horror 
game. Especially if you're 
one of the developers at 
Dreamworks Interactive, 
the computer and video 


j game division of 
Spielberg’s own 
É Dreamworks SKG. 
“He said it in a requesting fashion, but we all Undying began with 


knew it was more of a mandate,” says Dell 2 5 
Siefert, the game's lead designer. "But from that Speilberg s comment. 
it gave us a lot of room. One of the first decisions 
was we wanted to do a first person horror game. When we presented that to upper management, 
they said, 'You're crazy, no one does a horror game in first person. Third person is the only way 
horror can be told. 
Upper management was obviously thinking of the hugely successful Resident Evil series, a deriva- 
tive of the seminal horror game, Alone in the Dark. These are from the third person perspective, in 
which you watch and control a character from the outside, marionette style. It's like watching a hor- 
ror movie rather than being in it. 
"But we said, ‘Absolutely not. First person is very much the way to go,’” Siefert continues. "We 


want that immediacy of combat and we want the paranoia of a limited point of view." It's no sur- 
prise that Siefert's thumbnail pitch for Undying is Half Life meets Resident Evil. 
“One of things we wanted to do with the combat here, since it is a horror game, is make fighting 


more intense and with bigger repercussions than your traditional first person shooter. If a creature 
gets in and gets hits on you, the camera swing and blood will cause a little visual distraction.” 
Siefert demonstrates by going toe-to-toe with a Howler, a scrawny four-legged beast with a toothy 
maw and goat horns. Every time the Howler hits him, the perspective is knocked to one side and a 
splash of blood appears across the screen as if we were looking through a muddy windshield. The 
blood eventually drips away, but in the mean- 
time it partially obscures the view. 
As Siefert and producer Brady Bell demo 
Undying, it’s clear that most of the enemies are 
tougher than your garden variety Doom imp or 
Jedi Knight Stormtrooper. Even when they're 
showing off the more powerful spells and 
weapons, Undying doesn't seem to be a matter of 
hacking and slashing through monsters. Instead, the 
gameplay seems oriented towards careful use of your spells 
and weapons, choosing the right tool for the right situation 
and even using different combos. 


Undying takes place in the 1920s, which Siefert says moves the 
combat emphasis away from powerful weapons. "The thing that 
was nice was no rocket launchers and no machine guns. It makes magic 
more relevant,” he says. But conventional firepower is still at your fin- 
gertips; you'll always have one weapon and one spell armed. Weapons are associ- 
ated with your left hand (left click to fire) and spells are associated with your 
e á E, A : n 
CI B k d right hand (right click to cast). Press a button to call up a round display in 
Ive ar er an the center of the screen (Siefert calls it the "ring of eight interface”) and 
z then flick the mouse in the direction of the weapon or spell you want to 
Dre amworks brin arm. Each weapon has an alternate function and each spell has five levels 
g of “amplitude.” When you find one of the game’s rare Amplifiers, which 
$ are spell power-ups, you permanently associate it with one of your spells. 
to life "What's unique about the spells and how we tried to create a sense 
of magic is that spells actually change over time. They become more 
powerful, but they also get more personality." By way of example, Siefert 
By Tom Chick casts Skullstorm, which summons a chattering animated skull that floats over 


The leaning lighthouse of Pisa. 
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The mansion courtyard. 


your hand until you release it, at which point 
it streaks towards its target and explodes. A 
magical analog to a rocket launcher? 
Perhaps, but with a difference. As you add 
Amplifiers, you get more skulls. Higher level 
Skullstorms produce up to three bickering 
skulls who don't get along with each other. 
Their eyes burn with flames when 
they get angry and their chitter- 
ing arguments can alert enemies 
to your presence. The three 
undead stooges. 

There are also passive spells like 
Shield, Haste, and Silence. Invoke 
will allow you to resurrect dead 
enemies to fight for you—the high- 
er the level of amplitude, the 
stronger the value of the enemies 
you can resurrect. Lightning fires 
bolts of electrical energy that will 
chain between multiple enemies to 
attack them all. 


One of Undying's more clever con- 
cepts is the Scrying spell. At first 
glance, it's your standard issue 
infrared view that makes creatures easier to see 
in dark areas, similar to the alien's hunting view 
in Alien vs. Predator. But the spell will also 
reveal secret doors, invisible footprints, and the 
spirits of former inhabitants. Bell demonstrates 
one of the ways they use Scry to help tell the 
game's story. As he explores the cellar beneath 
the ruins of a destroyed monastery, he steps 
into a small dark room. A magical stone the 
character carries in his left hand begins to 
glow, indicating that the Scry spell will reveal 
something here. Bell casts it and suddenly we 
hear the screams of monks who had been 
trapped here when the monastery burned 
down. Looking around the room through the 
weird shimmering Scry view, he shows that the 
walls are now covered with bloody handprints 
and a dire message appears, written in blood. 
The stone that indicates when you should 
Scry is Undying's default physical weapon. 
"Firing" the stone will briefly knock enemies 
back with a magical barrier, but its real benefit 
is that it adds one level of amplitude to all of 
your spells when it's armed. The other weapons 


include a revolver, a shot- 
gun, Molotov cocktails, a 
spear gun with a zoomed- 
in sniper view, a scythe 
that does triple damage if 
you attack from behind, 
and a Tibetan war cannon. 
This latter gun has an 
ornate dragon's head with 
a quivering tongue that 
spits out a magical attack 
to freeze enemies in place. 
Undying is essentially 
an explore-the-haunted- 
house game in the same 
vein as Alone in the Dark. 
The premise is that you 
are called to the Covenant 
Estate by its sole surviving 
heir, Jeremiah Covenant. 
Jeremiah's five dead sib- 
lings are wreaking undead havoc in the 
estate, but you're also being dogged by a 
necromancer named Otto Kiesinger, who you'll 
have to hunt down in an alternate reality 
before unraveling the goings on at the estate. 
"You discover most of the story throughout 
the game," says Siefert. "With Half Life, fov all 
the credit it got for its story, the story actually 


The crossbow interface. 


happened when you came in and you just 

adventured through it afterwards. But with 
Undying, а lot of the things you'll discover 
about the siblings unravel as you're going 
along in the game.” 

After receiving the Spielberg mandate, 
Siefert began creating the world of Undying 
with Austin Grossman, a veteran designer 
whose credits range from the original System 
Shock to Dreamworks’ ill-fated Trespasser. 
Grossman has since left Dreamworks, so the pri- 
mary credit for developing the game’s universe 
belongs to Siefert, a relatively new hire with a 
surprisingly limited background. “Almost 
everything in this world and with these crea- 
tures came from him,” says Bell, wagging an 
admiring finger at Siefert. 


But somewhere along the line, Clive Barker’s 
name was attached to a game that was essen- 
tially complete on a conceptual level. One of 
Undying's artists, Brian Horton, who had 
worked in the comics industry, has a friend who 


knows Barker. He was apparently interested in 
creating a computer game, so the friend put 
him in touch with Horton at Dreamworks. 

"We said, ‘Well, we're not looking for any 
ideas right now, but hey what do you know, we 
have a horror game we're working on and we'd 
love you to take a look,’” explains Bell. "The 
very next day we were at his house, lugging a 
PC up there. He looked at it for five minutes—we 
were scheduled to talk to him for a half hour or 
so—and then he just talked for two and a half 
hours.” Barker was apparently thrilled and Bell 
and Siefert were stunned by his enthusiasm. 

“He really did talk for two and a half hours 
straight,” says Siefert. “We just sat there and 
watched. He has so much enthusiasm. He’s just 
this font and it’s very stream-of-conscious- 
ness, he’s just running everywhere. It’s very 
infectious. You feed off that energy. It’s just 
crazy, how he runs with ideas and comes up 
with new stuff. “ 

The end result is that Barker's name was 
attached to the game and he has served as a 
sort of consultant, offering input as it takes 
shape. "Clive was very understanding that we 
had a lot of ideas already rolling, so he's been 
very willing and helpful in trying to augment 
those ideas and make them more powerful and 
more important,” says Siefert. “He came in and 
said, ‘How can І help you guys and how can we 
make this even better and more intense to real- 
ly hit people more emotionally?’ | would give 
him a general breakdown of the story and he 
would say, 'Well, let's push this further and 
emphasize this so you feel the connection to the 
lead character and the world.’ A lot of those 
nuances and touches Clive was able to give us 
were great. He's a very experienced and wise 
person for those types of things." 

Barker also worked with Undying’s artists. 
Bell shows a creature called a Skarrow and says 
Barker came up with it; they were apparently 
too polite to point out that the Skarrow looks 
like the sligs from Oddworld: Abe's Oddysee. 
But no one can deny that although Barker 
might not know games, he certainly knows hor- 
ror. “He has this accumulation of knowledge— 
his house is just wall-to-wall books and he 
reads all the time,” says Siefert. “For us to be 
able to draw from that knowledge is inspiring 
and even overwhelming at times.” 
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FIERCE PREDATORS 


Encounter genetically engineered aliens and outlaw 
bandits. Created using Half-Life's award-winning Al, 
your opponents are as treacherous as they are varied. 


FOUR UNIQUE WORLDS 
Stalk your quarry on the Western rim of the galaxy. 
Explore jungle ruins, technowastelands and more in 

both single-player and multiplayer games. 
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"Gunman Chronicles uses the Half-Life engine CUSTOMIZ€ YOUR ARSENAL 
\ to stunning effect, and promises to bring gamers Annihilate alien scum using an amazing arsenal of 
y ЄХ "s f еН 3 weaponry that you can customize and upgrade 
a taste of extreme, in-your-face action. throughout the game. 
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Lining up for the draft. 


Papyrus’ NASCAR 
Racing 4 takes 
a more 
realistic left turn 


oncord, Massachusetts is a town rich 
in history, culture, and the arts. 
Historically, Concord’s North Bridge 
area is renowned as the high-water 
mark of the British advance from 
Boston that began the American 
Revolution. Culturally, during the Golden Age 
of Literature in the 19" century, Concord was 
home to such literary and philosophical icons 
as Ralph Waldo Emerson, Nathaniel 
Hawthorne, and Henry David Thoreau. 
Artistically, during the Golden Age of 
Computing, Concord is home to a group of 
artists known as Papyrus—a game developer 
that has created several titles that will forever be 
emblazoned on the consciousness of computer 
race fans everywhere. The company’s endeavors 
include a NASCAR Racing series that has, for the 
past six years, stood alone at the top of its 
genre, setting the standard by which all others 
are measured. In 1998, Papyrus released Grand 
Prix Legends, which incorporated an all-new 
physics engine offering unmatched realism, and 
cemented the legend status of David Keammer 
within the hardcore sim community. There is no 
doubt that what John Carmack is to first-person 
shooters, Kaemmer is to racing simulations. 


What's the frequency, 
Kenneth? 

NASCAR Racing 4 is scheduled to debut in 
February 2001, with a launch party during 
Speedweek in Daytona. It's a pivotal title for 
this small development firm, and the team is 
completely aware of it, knowing all too well 
the juggling act required to keep the title 
approachable for beginners yet challenging 
enough for the hardcore crowd. While the big 
news surrounding the game is the adoption of 
the insanely realistic (and difficult to drive) 
Grand Prix Legends physics engine, Papyrus is 
also adding a host of new features. They're 
implementing an all new graphics engine, 
new multiplayer code, a tool cart full of other 
features designed to increase realism plus plus 
driving aids, menu pop-ups offering tips on 
car set-ups, plus driving aids, menu pop-ups 
offering tips on car set-ups. 


Lining up for the first turn at Michigan. 


The difference between the physics engine 
that has powered the NASCAR series since the 
original NASCAR Racing (originally designed in 
1989 for Indy 500) and the one being developed 
for NASCAR Racing 4 is enormous. Advances in 
processor power have allowed them to imple- 
ment a full 3D physics model, with the ability to 
monitor individual wheel spin, slip angles, drive 
train forces, sideways spin, lift, body roll, brake 
lockup, and the ability to become airborne—all 
occurring at a frequency of 288 times per sec- 
ond, 19 times more powerful than the outdated 
15Hz engine used in all of their products since 
the original Indianapolis 500. 

Adding support to the designers' belief that 
they are on the right track with the new 
physics model, two events transpired confirm- 
ing the underlying code is indeed realistic. 
First, a NASCAR driver tested the game's 
garage menu by loading his personal setup in 
NASCAR 4 and found the driving experience 
very realistic. Second, one of their testers, 
according to the game's producer Scott 
Stutsman, had never been to a track and 
drove thousands of laps at the same track in 
the sim. "When he went out for his first prac- 
tice runs, he just started grinning because he 
felt like he had been on the track. He then 
went out to claim the pole." 

For new players, Papyrus is adding two new 
driving aids. Anti-lock brakes and traction 
control join the existing auto shifting aid. 
Arcade mode is back, too, offering increased 
grip compared to the simulation mode, and 
allowing new players to immediately jump in, 
mash the gas, and drive competitively. The 
new garage menu will feature pop up tips 
offering explanations and effects when adjust- 
ing a car's setup. Anything that's possible for 
adjustment, within NASCAR guidelines, will be 
available in the menu. 


As real as it 

visually, anyway 

Papyrus is also assembling an all-new graphics 
engine that utilizes OpenGL or Direct3D, elimi- 
nates the frame rate cap, and adds support for 
16 and 32 bit colors with resolutions up to what- 


Exiting turn ^ at Michigan. 


ever your video card can deliver. In motion, the 
game looks stunning. 

Damage modeling is also receiving improve- 
ments in order to make the racing more realis- 
tic. "The damage model will be, in a way, like 
the NASCAR 3 model with crushed panels and 
removed pieces after repairs," explains 
Stutsman. "One of the things that we are focus- 
ing on is the fact that you won't have as much 
of a penalty when you crumple a little sheet 
metal at the shorter tracks. On top of that, you 
will be able to knock the toe and bend the 
wheels like Grand Prix Legends." 


Gray matter 

The team has completely rewritten the AI as 
well, with a focus on making the drivers more 
"human." Programmers have smoothed out the 
"hurry up and stop" pattern the Al has been 
known for during pace and caution laps. Efforts 
are also being made to eliminate traffic jams 
after a wreck, congestion that in previous ver- 
sions turned a speedway into a parking lot or 
blocked entry into the pits. Computer driven 
cars will be scalable exactly as in past titles via 
percentages, so you can make the game as dif- 
ficult or as easy as you wish. 3D sound support 
will make its return, as will force feedback, 
which Stutsman promises will be even better 
than those in NASCAR Racing 3. 

An improved replay mode with "super slow 
motion" will allow players to relive their great- 
est racing moments without any stuttering 
effects. Tracks have also received the attention 
of the graphics artists, including numerous on 
Site measurements, grandstand additions, and 
increased infield details. As of press time, 
Papyrus is still working with NASCAR on licens- 
ing the tracks that will appear in the game. 


Time for a test drive 
Stutsman finally uttered the words, "Are you 
ready to race?" With a quick and eager nod, it 
was off to the center of Papyrus' offices, known 
as the Test Area. This is the only area that uses 
cubicles, as every office is a window office that 
encircles the dozen or so testers whose respon- 
sibility it is to actually race, and when they're 


That's the author in the 31 car. 


done doing that, race some more. 

The first run was at Michigan, with several 
others out on the track at the same time. 
Completing several full speed laps at Michigan 
can best be described as an incredible racing 
experience even for such an early build; it's a 
testament to the perfect marriage of the Grand 
Prix Legends engine powering a 3,400-pound 
modern stock car chassis. When the suspension 
compresses and then rebounds, it naturally 
causes the chassis to follow suit. That behavior 
is wonderfully recreated in the game, and 
makes NASCAR 3 seem positively buoyant. 

With the warm up laps at Michigan com- 
plete, Stutsman set up a 20-lap race at 
Talladega with around eight other racers con- 
nected on a LAN. After the pace lap, the most 
noticeable thing is the total lack of acceleration 
from the restrictor plate motors, as power deliv- 
ery is much more realistically modeled when 
compared to previous versions. As the group 
tightened up, it became clear that drafting 
works much better now, enabling two, three, or 
even more cars to hustle around the track much 
quicker than attempting to bust through the air 
solo. Around the tenth lap, coming out of tum 
four heading into the tri-oval, the rear broke 
lose and the car started skidding backwards 
through the beginning of the tri-oval. All of a 
sudden the car met with the wall, causing it to 
get airborne and land on its roof, sliding 
upside down, down the front straight. At this 
point it hit the wall a second time, flipping the 
car back over, and wound up headed directly 
towards turn one. That's 3D physics in action. 

"We want to provide the most realistic simu- 
lation of what it's like to race," explains David 
Kaemmer, "as opposed to what we think it's like 
to race." Ambitious goals indeed, but if anyone 
can do it, the veterans at Papyrus can; the com- 
pany's sterling track record (no pun intended) 
speaks for itself. m 


[IHE соора e e] 


GENRE Racing 
PUBLISHER sierra 


RELEASE DATE February 2001 
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In the ancient land of Yamato, 


an aging and power-hungry warlord turned to 
darkness in his mad quest for eternal life. 


я His SOUl ravaged by the demon Raien, 
: * the warlord released hordes of undead 
T yy ware and hellspawn to crush all life from 

: - И his kingdom and the four houses of power 
H EJ | who swore fealty to his throne. As bodies 
2 a ж. fester from the warlord's assault, 
T seven samur stand ready for their 
{ * final mission — 

Е revenge. 


ps Lead your samurai through ten 
Бре environments of fast-paced 
action role-playing based on 
* Japanese monsters ànd myths. 


ne Get ready То: intense multiplayer 
máyhem! Up to 35 
people сай play online and vie for 
the mantlé of Dark Warlord. 


Innovative character AI ` 
gives you more than 30 A 
commands for you to lead be 


ا 


your party through the 
always-changing landscape 
of the single-player game. 


JU 


7 
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s 


* 
^ 
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ISFA www.throneofdarkness.com 
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BLACK DEATH ÜVER THE EASTERN FRONT 


BLuE BYTE TAKES TO THE SKIES WITH THE RUSSIAN-DEVELOPED IL-2 STURMOVIK 
BY JAMES CAMPISI 


We're all familiar with most of the popular subjects of 
FROM WWII flight simulators: the P-51 Mustang, the Spitfire, used in 


the game. It also allows 
RUSSIA WITH LOVE the P-47, the FW-190, et al. They are the "sexy" planes— you to pinpoint an area and jump 
IL-2 Sturmovik is brought to us down into the 3D world to look at 


courtesy of 1C:Maddox Games, a fast, sleek, and beautiful. Current flight sims tend to focus and pan around the terrain—a very 
group of experienced Russian predominantly on the air-to-air aspect of these aircraft, useful feature when setting up 
developers headed by Oleg 3 Е ground actions. Another promised 
Maddox. Maddox has promised a with mud-moving as an added sideshow. In reality, the fight- but non-functioning mode is the 


hardcore sim that will be detailed eem м j 3 object viewer, which gives the player 
and true to the conflict. It doesn't ers' job is to ensure that strategic and tactical airpower the ability to look at and pan around 
hurt that Maddox and some of ean he brought to bear on the enemy. an object (with textual description 
the developers have had actual included). Overall, the user interface 
experience in aerobatic aircraft, The IL-2 Sturmovik was not one of these "sexy" aircraft. It is fairly intuitive, incorporating an 
helping to enhance their grasp on aircraft panel and radio switch motif. 


the flight models. Several team was essentially a WWII version of the brutish A-10 Warthog, Multiplayer functionality was also 
members have also studied at the designed to meet and destroy superior German armor. Armed missing, but Maddox intends to pro- 
Moscow Aviation Institute, and vide Internet and LAN support, with 
the game is being developed with machine guns, bombs, cannon, and rockets, it struck ter- cooperative and deathmatch mis- 
with the help of Russian WWII У Sions, and any mission created in the 
veterans, which should assure ror into the hearts of the Wehrmacht along the eastern front. mission builder can be played 
some historical accuracy. 2 А inn i online. The campaign will be scripted 
Re fulliverston effe game So successful was the IL-2 that it sparked a revolution in N ее 
will include the ability to fly sin- close air support whose lessons are still being used by air player's performance in previous 
gle missions, an instant action 1 í missions. There will be 17 flyable air- 
mode, a full-fledged campaign, forces today. German tankers called it “Black Death. craft, including several models of the 


and a mission builder. Though IL-2 and its improved variants, plus 
not all of these gameplay modes the MiG-3, LaGG-3, P-39, and Bf-109E 
were functional in the version of to the difficulty involved in bringing it down. throu 

the game used for this article, it 


was possible to fly some single The new combat flight sim IL-2 Sturmovik puts you in the IT’S THE FLIGHT 


missions and check out the near- 


ШЕЕ ДЕЗИН WE driver's seat of this premier tank busting aircraft of WWII, MODEL STUPID! 


latter is fairly comprehensive, and it promises to depict this struggle in exacting detail. While some of the comms and 
allowing placement of objects, higher-level Al were not imple- 
waypoints, and unit actions. A Combat on the eastern front has been largely neglected in the mented, the game’s general flight 
zoom feature will also be includ- Я s à , Я ix models, graphics, and AI are nearly 
ed, allowing you to start out ina flight sim genre, making IL-2 Sturmovik a welcome addition. complete. While Maddox says there 
2D colored map and zoom right е is still some work to go on the 
down to the actual 3D scenery flight models, even at this early 


Luftwaffe pilots nicknamed it the “Concrete Plane" due 


An LA-5 heads into the sunset. An IL-2 deals death with its cannon. 


Parts is parts. 


stage of development what's there is quite good. The feel of flight is 
superb. You name it and it's modeled—weight, wind, turbulence, 
drag, G effects, altitude, spins and departures from controlled flight 
are all present, even in this early version of the game. Simple flying 
is such a real pleasure that you can spend a few hours just spinning 
the Bf-109. Landing and takeoff are challenging and realistic. 
Rudders work as they should. The flight model is tweakable and has 
а comprehensive list of settings for those not enamored with realism. 

The damage modeling is nothing short of spectacular. The graphical 
depiction of hits and major structural damage has few peers. Spars and 
stringers waggle in the breeze. Bent and tom metal catch the air and cre- 
ate massive control problems. Lose a rudder and forget about fine lineup 
on targets. Lose a piece of wing and expect to apply some aileron to 
counter it. You'll see holes the size of basketballs in your fuselage. Flying 
home and seeing the ground through your inboard section of wing will 
quickly get your attention. Belly landings are possible and you'll walk 
away from most mishaps due to the rugged nature of the aircraft. If you 
land hard you'll shear off the landing gear and parts will be ripped off 
your plane as you skid to a stop. Aircraft striking the ground at high 
speed will explode with a beautiful shock wave, flash, and shower of 
twisted smoking aircraft parts. Damage is modeled on other Al planes in 
similar fashion as well, and seeing bombers spin into the ground sans 
wings and tails is a spectacular sight. 


THE WORLD ACCORDING TO STURMOVIK 


Even at this early stage the game's graphics are superb. The sky is partic- 
ularly beautiful, especially at sunset and sunrise. As you climb, the sky 
color deepens realistically and contrails stream from planes at high alti- 
tude. Atmospheric effects in general are excellent and cloud layers can 
be selected in the mission builder. There are seasonal changes in the ter- 
rain, and winter on the Russian Steppe looks appropriately barren and 
cold. Maddox is planning further visual enhancements, so the graphics 
could look even better in the final product. 

One of the things most sim pilots often wish for in their games is more 
realistic foliage, and /L-2 delivers some of the best ever seen in a fixed 
wing sim. Whole areas of forests are depicted and cover valleys and 
mountainsides. At low to medium altitudes, individual trees can be seen. 
You can even see through the tops of trees along ridgelines. The screen- 
shots don't do it justice. 

Given that such loving care has been expended on such things as 
trees, it comes as no surprise that aircraft models and skins are nothing 
short of superb. The shapes and colors are right on and detail is excel- 
lent—control surfaces move accurately along with retracting and extend- 
ing landing gear and bomb bays, muzzle flashes light up the aircraft, 
tracers arc out, and spent shell casings fall away in the air stream. 
German aircraft buffs, in particular, will likely be drooling over the color- 
ful and accurate camouflage schemes depicted on the Bf-109. Several 
areas around the map include built up 3D cities and most of the objects 
in them can be destroyed. Buildings will show damage with burned and 
smashed wood frames. /L-2 will support high resolutions and should ship 
with Direct 3D and Glide support. 


Where's that fire extinguisher? 


LIGHTS, CAMERA, ACTION! 

Though only the basic views functioned in our version of the game, 
Maddox plans for the full game to include a system very much like that 
found in MicroProse’s European Air War, with a virtual cockpit, snap 
views, a padlock, etc. You can also view other objects and aircraft in the 
game, both enemy and friendly—you get to watch as your wingman gets 
shredded by flak, or shoot a bunch of rockets at a supply train. A mission 
playback feature will allow you to select tracks and replay them at any 
time. During the mission debrief you are given an option to save the mis- 
sion as a track. Later you can replay the track and can manually select 
the views and watch from any perspective during replay. As with the 
original Red Baron, you can play the part of director and make some 
entertaining short flicks for all your friends. For HOTAS users, the keys 
and view settings will be fully customizable. 

Despite not being finished, the enemy Al acted aggressively, and 
shooting down bad guys was no picnic. Once on your tail they aren’t 
easily shaken and are pretty good at chewing up your six. Your com- 
rade in arms (rear gunner) comes in handy here. Ground objects also 
have sophisticated Al, as tanks and artillery guns will engage each 
other and maneuver for position. Occasionally a panzer will get a lucky 
shot and you will be greeted with a stunning depiction of your aircraft 
being dismembered. If you crash violently enough without totally 
destroying your plane, you will come to rest with flames and black 
smoke engulfing your cockpit, followed by an explosion and burning 
flying debris... it's oddly cool. Along with the aircraft there are over 65 
different vehicle objects modeled including destroyers, tanks, AAA 
weapons, submarines, and torpedo boats. Destroyers and boats were 
only in one of our preview missions but they looked very good. And the 
tanks... they’ve never looked better in any flight sim, and they even 
look better than those found in some dedicated armor simulations. 


S0 FAR, S0 GOOD... 
Even at this early stage, this is one promising game. Maddox has stated 
they’ve already implemented and are testing much of what is missing in 
the preview version of the game. Though performance is difficult to judge 
at such an early stage, it ran very well оп а fairly high-end machine at 
medium to high detail settings (a 750MHz Pentium III with a Voodoo 5 
videocard). The game has a multitude of graphics and flight model set- 
tings, which should make it playable on a fairly wide variety of systems. 

With its attention to detail, superb graphics and superior flight 
and damage modeling, //-2 Sturmovik may be one simulation you 
don’t want to miss when it appears on store shelves in the first quar- 
ter of 2001. 

Gamers interested in interacting with the game’s developer can 
find them on the Blue Byte IL-2 forum. There's a wealth of informa- 
tion on the game and 
its features. Check it 
out at 
www. bluebyte.com 
and follow the links 
to IL-2. m 


GENRE combat Flight Simulator 
PUBLISHER Blue Byte Software 
RELEASE DATE spring 2001 
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tainment says “Ме too" with Horizons: Empires of I 


RAINBOW COALITION PLUS 
When you begin the game you will create a 
character. Depending on your race, alignment, 
social status, and many other factors, your 
character will be “born” into a specific region, 
rather like the EverQuest mode of newbie 
spawning. You may choose the actual realm 
where you will appear, but the locations in the 
realms will differ. Your character will begin the 
game as a "teenager” depending upon its race. 
(For example a Human teenager is 16, but a 
Dragon teenager is roughly three.) 

You will have NPC parents (rather than a 
"mentor" or "guild leader”), and there is a 
childhood background complete with family 
history, coat of arms, photo album, and 
bronzed baby shoes (well, maybe not as elabo- 
rate as all that...). You will even rely on your 
NPC parents for things like food, bed, money, 
and more—including a possible sibling who is a 
real in-game player. This is an unusual feature 
and may be quite interesting—or not, if you are 
in Tasmania and he or she is in Poughkeepsie. 

It appears as though there are more discrete 
races in this game than in most of its counter- 
parts. Sitting down? There are: Human, Giant, 
Dwarf, Dryad, Elf, Saris, 
Angel, Goblin, Orc, 
Lamurian, Sslik, 
Dragon, Demon, 
Ku'lak, and Vampire. 

The developers 
believe that the most 
significant difference 
in gameplay between 
this and other games 
lies in its governmental 
and diplomatic rela- 


tions. Though similar to systems 
found in Meridian 59 and Dark 
Ages, Horizons will allow you to 
be able to become a governing 
member of the community, 
allowing you control over city 
sections, land, and more. 

You'll gain titles via 
various means, but 
mostly through 
quests given by 
higher ranking gov- 
eming groups. 

Governing groups 
(i.e., players) will be 
able to create and 
enforce laws. Now this 
is a scary thing. It will 
be interesting to see 
whether or not a highly player-influenced social 
and political structure will thrive or collapse. 
Dark Ages, for instance, has its own manage- 
ment challenges with portions of the govem- 
ment in the hands of the Kewl dOOdz. 

In addition to the player characters and reg- 
ular NPCs there is the Ku'tan, which is the most 
powerful protectorate organization in 
Istaria. It attempts to track corruption 

on a global scale. It also boasts the 
most powerful warriors. A sin- 

gle Ku'tan member is capable 
of defeating a whole army 

garrison by himself, 

and the Council 
leaders are even 
more powerful. 
The Ku'tan is 
based in 


By Cindy Yans 


Kar'dun in the Southland, but travel 
„ everywhere, protecting the Emperor 
p and keep an eye out for marauding 
A; slime such as the denizens of the 
/ | | Northland. You will be able to join 
\,\ the Ku'tan after a lot of hard work 
@ | and philanthro... philan... phil- 
| ant... good-deed-doing (and all 
Ў | you'll need is a testimonial). 
W Although the Game Masters will 
/ control the 12 Council Members of 
% the Ku'tan, the objective is for you 
to perceive “real people” in impor- 
tant roles. Will Council Members get a 
free account and act as Junior Guides? 


THE EMPIRES OF ISTARIA 
* The Northland is a cold and 

mountainous region where ugly 
things go bump in the height(s). It is stormy 
and dark, housing Goblins, Ogres, 
Politicians, and Trolls and is usually climati- 
cally stormy. You don't want to catch your- 
self alone in the city here at night lest The 
Emperor in the city of Tul'duk (not a nice fel- 
low) sends his minions forth to rip out your 
spleen. The only reason you might want to 
spend time there is that it contains more 
ruins and unexplored places than anywhere 
else, not to mention that the Dragon city is 
rumored to be somewhere within. It sounds 
as though it's an "at your own risk" venture 
into a treasure trove. 

Tazoon is the main human city of the Central 
Empire, and by far the busiest. It is home to 
most of the land's trade, religious, and guild 
organizations. Humans, Elves and Saris are its 
primary denizens, while Vampires inhabit the 


[тор row] Dwarves and Ssslik fighting in а Ssslik town. »» Real-time lighting will enable subtle differences as the position of the sun changes. +» This shot of 


the Dwarven Temple includes a Dwarven above*ground house. 


small area of Cliffside. 

The Eastland is more or less the heartland of 
the world, and many farms and herds of live- 
stock flourish here. It is the home of Dwarves, 
Gnomes, Humans and Ku'lak, and the forest- 
ands house many Saris as well. Port Eston is a 
town of Scrub Elves. 

Elves make cookies in the trees of the 
Westland, a passive and laid back area. It is 
heavily forested and most of the land's magic 
users thrive here, as it is easy to meditate and 
gain ultimate concentration in the peaceful 
depths of the woodlands. Dryads also have set- 
tled here, and the hilly regions between the 
orests are places that the gnomes call home. 
The Southland is too hot for most, but it is 
where the Emperor Tul'nar, ruler of the lands, 
ives in the tropical jungle amidst some of the 
world's more exotic creatures. The Ssslik that 


[Middle row] Myriad races. 


flora, and temples. 


are not acclimated to the marshes of the west 
live here, but the Trolls who attempt to make a 
ravaging pass through are quickly smited by 
the Ku'tan. Giants roam here, as do Dryads 
and Ku'lak. 

Angels are from Ikeria, and Demons 
from Ku'shak. 

Finally, Lamuria, the most beautiful place in 
Istaria (at least for deep sea divers), is home to 
the water-dwelling Lamurians. Although this is 
their primary hangout, you will also find them 
wherever fine water is sold. 


Do wE REALLY NEED ANOTHER? 
When asked to describe Horizons, Allen said, 
"Horizons is the most ambitious massively 
multiplayer online role-playing game current- 
ly being developed.” (What does he really 
think?) It certainly seems ambitious, but when 
will we reach the satura- 
tion point? Most of them 
require a huge time 
investment, and many 
people are unwilling 
to move on when 
they have already 
invested hundreds of 
hours of their lives in 
games such as Asheron's 
Call, Ultima Online, and 
EverQuest. Soon there will 
be Anarchy Online, and 
several others. 

But you've got to 


admire David Allen who, in the face of empty 
pockets, closed doors, and wide-scale skepti- 
cism, still adheres to his dream. If financing 
stays on his side, Horizon will probably enter 
beta testing sometime in the first half of 2001, 
and release sometime thereafter. How's that 
for vague? So... is anyone hiding a publisher 
in the attic? m 


GENRE online Role-Playing 
DEVELOPER Artifact Entertainment 
RELEASE DATE 2001 
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Real-Time 
Panzer 
Strategy 


Sudden Strike adds “reality” 
to real-time strategy gaming 


side from the Close Combat series (and some would 

go as far as including Red Alert), the real-time strategy 

genre has been a relative stranger to the battlefields of 
WWII. Sudden Strike, from German developer CDV, is a 
game that hopes to introduce the units, weapons, and combat 
tactics of World War Il to an audience weaned on Orcs, 
Space Marines, and Black Knights. It was released throughout 
Europe last September, to rave reviews and great sales, and 
we were lucky enough to receive an advanced beta copy of 
the version that will be released in the United States early 


next year. 


BY RICK MOSCATELLO 


Ah, we've finally made i 


it to the city... 


what are those objectives again? 


A day at the beach...man, those Nazis know 


how to ruin everything. 


Paratroopers dropping by. | had to say that. 


Take a quick look at those screen shots, as this 
game delivers some serious eye candy, with 
truly amazing maps to create carnage upon. 
Sudden Strike will take you to all the fun places 
World War II has to offer, from the barren 
Steppes of Russia to the hedgerows of France to 
the cities of Italy. The units themselves are like- 


wise a pleasure to behold 


; anyone familiar with 


WWII equipment will have little difficulty telling 


apart the various models 


of tanks fielded by 


opposing countries, and the fully animated 


units even look good as tl 


hey rumble and swerve 


along the roads. The game isn't just about 


tanks, either, as beautiful 


ly detailed artillery, 


jeeps, aircraft, rocket launcher trucks, and even 
those German motorcycle/sidecar things are 
also available for your disposal. On top of that, 


there’s as a wide range о] 


infantry, from the 


basic grunt to anti-tank weapon wielders to 
chain-smoking commandos (who create quite a 
cloud of smoke when you've got a few dozen in 
one place). Need more? Well, there's also a nice 
selection of tank destroyers, anti-tank guns, 
and howitzers, and a scattering of surprise 
weapons like V-2s and such. There are no SS 


troops, but that's a small 


price to pay for such a 


promising game as this seems to be. 


Entering battle 
Once battle starts, you'll 
by how nice things look. 


be even more amazed 
Tanks rotate their tur- 


rets and fire at will on enemy troops, causing 
spouts of dirt and craters to form as they hit 
their targets. Machine gun fire rattles through 
an area, bouncing noisily off armor and wreak- 


ing havoc on softer targe 
loft even tinier grenades, 


ts. Your tiny soldiers 
and flamethrower 


Sudden Strike might have the widest range of 
units of any RTS game. 


Hmm, snow. Must be in Russia, somewhere. 


troops spout little puffs of flame, clearing out 
any enemy defensive positions they approach. 
When fired on, your troops even duck and take 
cover, and if casualties are heavy, they'll run 
away no matter what you want them to do. The 
terrain is three-dimensional, so units on the 
high ground get a bonus to visibility and a 
marked combat advantage. Once battle is 
joined, the ensuing chaos is a fine representa- 
tion of what an actual battle must be like. 

The battlefield is also fully interactive. Those 
gorgeous European countrysides are loaded 
with houses, watchtowers, and bunkers, and 
your troops are just a click away from garrison- 
ing them. You can even build your own fortifi- 
cations and pontoon bridges, although it is a 
bit time-consuming. There are also heavy 
machine guns and the like, set up for your 
amusement, and more than one game will be 
determined by who can man the big guns first. 
Your tanks are quite capable of creating havoc 
with the scenery, as every fence, tree, and 
building (hopefully not occupied by your 
troops!) is capable of being destroyed or flat- 
tened, giving you a new level of control over 
the battlefield. If you're having a war, and the 
ield isn't littered with scorchmarks, craters, 
and general devastation, you're just not doing 
it right, and it's good to see this part of warfare 
inally treated realistically. 

For solo players, Sudden Strike has three 
campaigns, from the British, Russian, and 
German perspectives (American and French 
orces are present, although not for major 
roles, beyond massive French retreats). Units 
can gain experience and damage to the bat- 
tlefield (as well as to your units) carries over 
rom one battle to the next. One thing you 
earn right off, you can't treat this like a typi- 


NO! Bad truck! Stay BEHIND the tanks! 
AAAARRRRRGGGGGH! 


A family of tanks huddles together for comfort. 


cal real-time strategy game, where “He who 
clicks fastest, wins.” Simply grabbing all your 
troops and rushing them to the front is a 
recipe for disaster. Reconnaissance and com- 
bined arms are both critical for a successful 
game. Tanks are naturally the kings of the 
battlefield, but are rather blind and can’t see 
nearly as far as they shoot....roll them up to a 
position occupied by the more far-sighted 
anti-tank guns, and your forces will be 
smashed in no time. You'll need infantry to 
scout out the terrain, especially binocular- 
equipped officers, and experienced troops see 
farther. You can also use spy planes, which 
are the best scouts, at least until they get shot 
down. Infantry can also lay mines, although 
setting up a good minefield is time consum- 
ing—it might be worthwhile to drop para- 
troopers in enemy territory, to blow a few 
bridges and slow the advance. 

A slowed advance can be devastating, as you 
can even order bombing runs, which are excel- 
lent for destroying enemy concentrations of 
units. With three dozen campaign missions, 
another three dozen scenarios, and a few "top 
secret" missions that only the most skilled play- 
ers will get to play, there are many hours of soli- 
taire play available here. The only type of action 
missing in the game is naval engagements, 
although there are a few amphibious landings, 
which nearly count. The computer Al in many of 
the missions is heavily scripted, which is good 
news and bad news. Yes, playing the cam- 
paigns and scenarios are challenging because 
the computer will make some good moves and 
create the semblance of an organized assault, 
but all that scripting means that there won't be 
a scenario editor or random scenario option with 
the game. This is a pity, since all the neat stuff 


you can do just begs for experimentation, and 
other WWII games with editors have generated 
some great scenarios from and for the fans. 

Of course, some folks might say that there's 
no such thing as a successful solitaire real-time 
strategy game, and multiplayer Sudden Strike 
can support up to a dozen players slugging it 
out on four sides (not that | can recall many 
four-sided battles in WWII). Such battles will be 
rather hectic, as you get a steady stream of 
reinforcements to aid you in your conquest of 
the enemy, and control of the reinforcement 
zones is bound to be a big factor.. 


Changing some old ideas 
With all the new ideas here, one should take 
stock of how Sudden Strike measures up to other 
games in the genre. In a move that will send 
cheers of joy throughout the gaming community, 
there's no deeply annoying "dark shroud" on the 
map, forcing you to waste precious time and 
manpower simply to learn the basic lay of the 
land. "Fog of war" is still in effect, but at least 
you can count on knowing what areas are good 
for setting up an ambush before you stumble 
into them. There's also no economy or building 
of units; what you start with is what you get, so 
you can't just willy nilly throw away a division of 
Panzers, thinking you'll crank out another in 45 
seconds; without the building, expect to be 
embroiled in a major conflict within seconds of 
starting a game. You can get a lot of units ini- 
tially, so you will need a fast mouse hand until 
you familiarize yourself with your forces (in solo 
games, you can hit the pause button and give 
orders to all your troops in relative leisure). 
While other games restrict the number of 
units you control to 200 or so, Sudden Strike 
boasts a prodigious unit maximum of 1000 per 
scenario, which allows for some truly epic 
engagements. In one unfortunate nod to the 
“realities” of computer gaming, destroyed 
forces fade away after a while. This helps the 
unit pathfinding quite a bit, but it’s a glaring 
violation of the realities of warfare when a road 
blocked with the carcasses of tanks simply clears 
after a few minutes’ worth of evaporation. 
Seriously, a dead tank is a major roadblock, and 
steel just doesn’t vanish like that. Similarly, 
units can be healed/repaired far more easily 
than in reality. Just send a repair or mobile hos- 
pital truck over to the damaged units, and little 
repair dudes or doctor guys will hop out and 
patch up even the most critically injured trooper 
in a matter of minutes. A welcome addition to 
the strategy is incremental combat damage, so 
that as your units take damage they become less 
effective, and vehicles eventually become 
immobilized until repaired. 

Sudden Strike is sure to establish a 
respectable presence in the gaming world when 
it hits the US market next January. If you have 
any interest in either WWII от real-time strategy 
gaming, it should be worth investigating. m 
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diplomatic and economic strategies as you deal with Al adversaries their cities while you concentrate tools on randomly created maps 
over the span of 6,300 years. with distinct personalities. on the big picture. or on Earth itself. 
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for knowledge? 


asked questions 


a@cdmag.com 


How Many FPS? 


rames per second has been the consistent measure of video perfor- 


mance for years now. It’s generally a pretty good watermark, and it’s 


quite suitable for comparing one piece of hardware to another. If Card 


A gets 65 frames per second and Card B gets 54, we know that Card A is 


20% faster. This is why our CG VidMark benchmark is just a summary of FPS 


scores from popular and relevant games and video benchmarks. While measur- 


ing FPS provides a decent relative gauge of performance, it doesn’t tell you if a 


particular video card has good image quality, lots of features, or is a good 


value. That’s one danger of comparing video cards solely on FPS, but another 


stems from a question I'm often asked in one form or another: how many 


frames per second is enough? 


It's a good question, really. It's easy to say that 
you can play a game at 60 FPS on one card 
and 48 on another, but what does that really 
mean? Will the slower card look choppy? Is 60 
smooth enough? The answer is actually pretty 
complex. In truth, the frame rate required for a 
game varies from game to game and from per- 
son to person. What looks smooth to one might 
be too choppy for someone else, and what 
seems smooth to the eye might actually have a 
less responsive feel to the joystick or mouse 
wielding hand. 
First-person shooters are notorious for 
requiring a consistently high frame rate. Some 
expert players often lower visual quality set- 
tings considerably to keep frame rates at 60 or 
higher even in the most chaotic situations. I 
have a theory: in a first-person game, your 
eyes are watching the scenery at a distance. 
The walls 50-100 feet away from your charac- 
ter are the focus of your attention, and when 
you whip your mouse around those walls and 
characters at that distance cover a lot of screen 
space in a very short period of time. In order to 


keep that movement smooth, the screen needs 
to be updated as often as possible. After all, 
choppiness is just a way of saying that an 
object is moving jumping from one place to 
another, without being drawn in-between. 
Third-person over-the-shoulder games 
require a much lower frame rate to look 
smooth. Most of these games feature melee 
combat and jumping or climbing obstacles. 
Your eyes stay focused on the middle of the 
screen where your character is, and the ground 
and objects at that range don't move across 
much of the screen, even when you change 
your view quickly. When Drakan was new, 
quite a few gamers commented to me about 
how smooth it was, but when | would tum on 
the frame rate counter, they were surprised to 
see it only ran around 20 FPS. 20 FPS in Quake 
would have more chop than a Bruce Lee movie. 
Racing games are often the most decep- 
tive. The nature of a race game is such that 
your eyes are often focused on a small fixed 
part of the screen that shows the road ahead, 
and the scenery scrolls by in a very regular 


ыыы by Jason Cross 


fashion. Most racing games appear quite 
smooth even at mediocre frame rates. To do 
well at a race game, you need instant and 
precise control and feedback, though. If 
you're having trouble with a race game, turn 
down some detail levels to improve your 
frame rate. The game might not look 
smoother, but you'll notice quite an improve- 
ment in the overall feel and response after а 
short while. Motocross Madness 2 demon- 
strates this better than most games, since it 
forces you to make very sharp turns and 
immediately line up for a long jump. 

I've read several e-mails and forum posts 
that claim anything over 24 frames per sec- 
ond is a waste, since the human eye cannot 
see anything faster than that. Proponents of 
this belief often site the 24 FPS rate of movies 
as proof. This is a complete fallacy. The 
human eye can see images far faster than 
1/24th of a second in duration. There are 
records of experiments with fighter pilots 
where images of enemy planes were flashed 
before them for less than 1/100th of a second, 
and the pilots could not only spot it, but 
identify the plane as well. Granted, fighter 
pilots represent the upper limit of human 
vision. The fluorescent lights we're all familiar 
with actually blink on and off 120 times a sec- 
ond, since they light up as current passes 
through them and the alternating current 
standard to the U.S. fluctuates back and forth 
at 60Hz. Still, we see a steady stream of light 
because our brains can't process changes 
that quick. 

The point is that we can recognize shapes 
and movement in much smaller increments of 
time than 1/24th or even 1/30th of a second 
(color is slower to respond, but that's the way 
the human eye works). Video and film get by 
with 24 FPS (30 for broadcast video) because 
they capture all the visual information for that 
entire fraction of a second. When a movie 
camera snaps 24 pictures every second, each 
one captures all the movement for that 24th of 
a second. This is why you see all that blur 


x 
+ 


when you freeze the picture on a single frame 
during an action scene, and why the blur goes 
away when the scene is played at full speed. 

Computers don't do this, however. Each 
image displayed represents "zero time." That 
is, if it takes your computer 1/24th of a second 
to render the next frame, it only shows an 
instantaneous snapshot of the new position of 
everything, but doesn't show any of the 
visual information of the movement during 
that 1/24th of a second. If it did, you could 
freeze your game and everything moving 
would be blurry. The motion blur capability 
touted by some video cards doesn't work like 
à movie camera does, either. It only blends 
together previous drawings of objects, rather 
than actually representing all the motion 
"in between" frames. If you don't think you 
can see more than 24fps, tum your monitor's 
refresh rate down to 60Hz and watch how 
it flickers. 

Eye experts say that a video refresh of 50 
times a second is the minimum necessary to 
represent smooth movement without flickering 
for the average human eye. The key, of course, 
is to keep the frame rate up above 50 all the 
time. Benchmarks almost always measure an 
average frame rate, when it's the swing that 
matters—a game that runs at a constant 30 
FPS will almost certainly look smoother than 
one that runs at 45 most of the time, but 
sometimes drops to 25. Though the frame rate 
required to really enjoy a game varies, one 
axiom remains true: there's no such thing as а 
frame rate that is too high. 


Q: | recently mailed a long list of questions 
to you, and | don't think it is likely they will 
get printed in your magazine. | was won- 
dering if you reply to the questions that 
don't get printed (or respond in some way), 
or if those questions just kind-of "die." 
-Charles D. 


A: Though not a typical Q&A question, I 
thought I'd reply to this one and print it in the 
magazine for the benefit of our readers. Here's 
what happens with the questions that come in 
to the qa@cdmag.com address, and why: 

When a letter comes in, it goes into a spe- 
cial e-mail folder so it doesn't get confused 
with my personal correspondence. Now, 
answering Q&A questions isn't something | do 
all day, every day. My job is to provide our 
wonderful readers with previews and reviews 
of PC hardware relevant to playing games, to 
write feature stories and articles about inter- 
esting technology, that kind of thing. So 
maybe once every one or two weeks, | free up 
some time to answer some letters in the Q&A 
account. Every single e-mail eventually gets 
read—I never skip over mail or just let it die 
after a certain amount of time. 

What mail is answered? I have two hard- 
and-fast rules about the Q&A. One, it's nota 
tech support hotline. | don't answer ques- 
tions where people ask me what's wrong with 
their computer and how to fix it, or why 
Game X won't work. | wish 1 could help many 
of these people, but I'm literally flooded with 
these letters each month; just answering them 


would be a full-time position. The one excep- 
tion | make is with a question where | know 
the answer provides a certain description or 
bit of technical knowledge that ! feel will 
benefit most of our readers, even if they 
don't suffer from the problem stated in 

the question. 

My second rule is that | don't tell people 
what specific products to buy. | may give 
advice about certain types of products, but | 
won't say "buy this brand over this other опе,” 
or design a new computer for them. If I've had 
enough hands-on experience to recommend 
one product over another, you'll see a review 
of it. | don't feel comfortable telling people to 
buy Brand X over Brand Y otherwise, and I 
really can't recommend tailor-made system 
configurations for everyone that writes in. Just 
about all the other questions | get receive some 
sort of answer. 

What mail is printed? This is a balancing act. 
Of the questions | answer, | choose the ones that 
are clear and concise to be printed. | try to 
print letters where | know the answers will ben- 
efit a wide range of people rather than just the 
person who wrote in with the question. 


Q: | was wondering; since the Voodoo 3 3000 
is available in PCI form now, would it be 
possible to connect an AGP version with the 
PCI version in SLI to enhance performance? 
-Tim 


A: Nope. The only cards produced that even 
have the proper internal connector for SLI is 
the Voodoo2. Even if a Voodoo3 had the SLI 
connector on it, the card is not designed to be 
used with another one in that manner. 
Voodoo5 5500 cards are essentially like 
putting two Voodoo3 cards together into one, 
with added features like 32-bit color, texture 
compression, anti-aliasing and support for 
large texture sizes. 


Q: Is it possible for me to enjoy TV channels 
and movies on a monitor without going 
through the hassle of buying a TV. The solu- 
tion, of course, has to be cheaper than buy- 
ing a TV itself. 

-Reckless R. 


A: If you want to watch TV on your PC moni- 
tor, you basically have two main options. One 
is to use a video card that just has a video-in 
connector...typically these are just composite 
video inputs but sometimes they're s-video. If 
you do this, you'll need something to act as а 
receiver to change channels. There are also 
TV-tuner cards you can buy, as well as cards 
like ATI's All-in-Wonder that include a TV 
tuner. Either video-in or TV-tuner routes will 
let you watch TV on your PC monitor, but 
here's the catch—you're better off just buying 
a TV. If all you want to do is watch, you can 
buy a TV that's the same size as your monitor 
for equal or less money than what a new video 
card or TV-tuner card would cost. And you'll 
probably get a remote that way. The only 
compelling reason to hook your PC up as a 
TV-watching device is if you intend to record 
or edit what's on TV. m 
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Maxtor buys Quantum — In a stock 
trade deal worth over $1 billion, hard drive 
manufacturer Maxtor will buy rival 
Quantum. This will make Maxtor the largest 
hard drive manufacturer in the world, and. 
the combined companies should ship. 
around 50 million hard drives a year. Mike 
Cannon, the Maxtor CEO, will remain CEO of 
the new company (which will still be called 
Maxtor) while Quantum's CEO Michael 
Brown will join Maxtor's board of directors. 
Quantum's products that are not hard dri- 
ves, such as tape drives, will continue to be 
produced under the Quantum Corp. name. 


AMD supports DDR RAM — AMD recently 
released their new 760 motherboard chipset, 
making them the first mainstream PC maker 
to support double data rate (DDR) RAM. The 
chipset will support both PC1600 DDR RAM, 
which runs at an effective speed of 200 MHz 
and transmits 1.6 GB of information per sec- 
ond, and PC2100 RAM, which runs at an 
effective speed of 266 MHz and transmits 2.1 
GB per second. For computers that use 
PC2100 memory, AMD will release special 
versions of their 1, 1.1, and 1.2 GHz Athlon 
chips that operate with a 133 MHz font-side 
bus. Computers using these parts should be 
available by the end of the year. 


3dfx vs. NVIDIA in court — 3dfx 
Interactive is claiming a small victory in the 
patent infringement case against rival 
graphics chip giant NVIDIA. The company 
says that it has received favorable court rul- 
ings concerning the scope of the patents it 
has asserted against NVIDIA in a patent 
infringement lawsuit originally filed by the 
company on September 21, 1998. It has also 
announced it plans to file for summary adju- 
dication of infringement. The goal of this fil- 
ing is to settle the matter in a timely fashion. 
The end result could be (at least in theory) 
that NVIDIA is forced to pay monetary dam- 
ages for infringement and be forced to cease 
selling products that are subject to the law- 
suit. The original lawsuit filed by 3dfx 
asserts that NVIDIA infringed on several of 
the company's patents including multi-tex- 
turing technology and level-of-detail 
mipmap dithering. 


ATI Mobility M4 Announced — At the 
end of October, ATI announced the Mobility 
M+, which is the first AGP АХ graphics com- 
ponent for mobile computers. The company 
claims that the M4 is “the industry’s fastest 
graphics and multimedia solution, capable 
of playing the hottest 3D games and 
demanding 3D applications — on the largest 
notebook LCD screens available.” ATI’s Vice 
President of the mobile business unit, Lou 
Leung, said “We are continuing with our 
successful approach to leverage ATI’s tech- 
nological leadership and rapidly develop 
and introduce more components in our 
already extensive Mobility line, for the entire 
spectrum of the notebook market.” The 
Mobility M4 has already been selected for 
use in the new Dell Inspiron 8000. 
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he cobalt blue circuit board with its round 
I heatsink/fan combo on the graphics chip 

and slim heatsinks on the memory make 
the 3D Prophet II Ultra one of the slickest-look- 
ing video cards on the market—it looks so 
good, it’s a shame it has to sit inside your PC 
case where nobody will ever get to look at it. 
It’s also a shame that buying such a fine video 
card will cost the same as a down payment on 
a new car. 

Hercules’ GeForce2 Ultra based video card is 
the first of the $500-plus video cards we'll be 
subjected to this fall. If you've read a million 
GeForce2 reviews by now, you'll know what to 
expect from this card. The Ultra version of the 
GeForce? is identical to the base version released 
this spring, with a few small tweaks and modifi- 
cations made to allow it to run at higher clock 
frequencies and use faster RAM. The 3D Prophet 
Il Ultra runs at a default clock speed of 250 MHz 
with 230 MHz DDR RAM (effectively 460 MHz), 
which by anyone's definition is really fast. 
Running a GeForce2 chip at 250 MHz increases 
fill ate to 1,000 megapixels per second with 
two textures applied. That's one gigapixel and 
two gigatexels, which is some serious impressive 
pixel-pushing power. Of course, increasing the 
graphics chip's clock speed also speeds up the 
hardware transformation and lighting engine, 
which can now handle a peak of around 31 mil- 
lion triangles per second. Naturally, all this 
power can only be used if you can actually read 
to and write from the video RAM quickly 
enough, and that's where the 64MB of high- 
speed DDR RAM comes in. This is the fastest RAM 
we've yet seen in a consumer product, and its 
incredibly high cost is the main reason for the 
high cost of the card. Still, the 7.3 gigabytes per 
second of memory bandwidth it provides is 
necessary to make use of the 3D Prophet II 
Ultra's power. 

Besides the really high clock speed for the 
main chip and RAM, this is just another GeForce2 


We ran benchmarks on an 800Mhz Athlon with 128MB running Windows ME. The 
Baseline card was a GeForce DDR with NVIDIA "Detonator 3" drivers. For full informa- 
tion about CG Vidmark, head to www.cdmag.com/information/cgvidmark.html. 
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card, and that’s a bit disappointing. True, tech- 
nologies like hardware TEL and dot-product 
bump mapping are still only emerging in 
games and you probably won't feel like you're 
missing important technologies with a GeForce2 
card, but it’s disappointing to see the same 
technology in three generations of NVIDIA prod- 
ucts. The past paradigm has been to introduce 
new technology in the fall and a faster version 
of it in the spring (ala the TNT and TNT2, then 
the GeForce 256 and GeForce2). With the 
GeForce? Ultra, NVIDIA seems to be content to 
cruise a very pricey high-speed version of exist- 
ing technology. This has caused an interesting: 
problem—the hot new NVIDIA cards for this fall 
are priced out of range of most consumers 
(even hardcore gamers), and that high price 
implies a product that you'll not have to replace 
as soon as something less expensive. That would 
be true if the GeForce2 Ultra chips added new 
features in addition to being faster, but they 
don't. So if you want a video card that acceler- 
ates all the nifty new DirectX 8 features in six 
months, you'll have to replace your $500 
GeForce2 Ultra card as readily as you would a 
$250 standard GeForce2. 

Hercules tries to soften the price by adding 
a few “value added” features to the 3D 
Prophet II Ultra. It sports both TV-out and DVI 
connectors, so it’s a good choice for those 
who've spent a lot of money on a flat-panel 
LCD monitor and want the fastest video card 
they can hook up to it. The software bundle 
leaves something to be desired. You get 
3Deep's color calibration software, the 
PowerDVD player, and trial versions of 
Tachyon, Thief Il and Daikatana. That's not а 
bad bundle for a budget card, but for $500 
you'd expect more. Hercules also includes 
their new 3D Tweaker utility, a nice little tool 
tray application that makes it easy to change 
properties of the card, like anti-aliasing 
modes, vsync, and clock speed. This utility 
makes it easy to 
mess around with 
your settings with- 
out digging twelve 
layers deep in the 
Display Properties 
control panel. 
More 3D card ven- 
dors should supply 


267 
similar applica- 
o, tions. 
+10.5% Why would you 


295 


spend $500 on a 
video card with a 
mediocre software 
bundle and all the 
same features of 
the year-old 


For half a grand, you expect 


3D Prophet Il Ultra — 7777 


A good-looking and fast card, but “bang ‹ buck.” 


GeForce 256? If you're one of those people 
that needs to have the fastest card on the 
block, this is it. It lets you run just about any 
game you have at a resolution 1600x1200 in 
32-bit color and get a smooth, enjoyable 
experience. It has enough fill rate and memo- 
ry bandwidth to enable anti-aliasing in 
almost any game while running at 1024x768. 
When it comes to measuring the speed of this 
card, our CG VidMark scores don't tell the 
entire tale. It's fast enough that we started to 
run into the limitations of our processor and 
system memory bandwidth at lower resolu- 
tions before fully taxing the card. Depending 
on your system and the game you're playing, 
the 3D Prophet II Ultra might not improve your 
frame rates much over a regular GeForce, but 
in games that rely heavily on video card per- 
formance, it can be anywhere from 40-100% 
faster than a standard GeForce2. 

Unfortunately, speed isn't the only measure 
of the worth of a video card. A video card's 
overall worth is a combination of its speed, 
stability, compatibility, features, software, 
and price. Though Hercules certainly has the 
speed, stability, and compatibility covered, 
the features and price leave something to be 
desired. For this much money, it's hard not to 
expect a video card that is not only fast, but 
has advanced rendering technologies that will 
keep it in our machines for more than a year. It 
won't be long before 3D cards that accelerate 
all of DirectX 8's new features are released, 
and when they come along, you may feel real- 
ly silly about spending $500 just months ago 
on a new card. If you've got to have the top- 
of-the-line at any cost, GeForce2 Ultra cards 
are it and Hercules’ offering is a quality prod- 
uct. Much like buying an Italian sports car, the 
price you pay for top-end speed is just too 
exorbitant. —/ason Cross 
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KABUTO: 


Summoned by the Sea Reapers to defend the island, this giant ferocious beast 
is simply too brutal to exist with any other creature. Ten times the height of 
anything on the island, Kabuto is a uniquely nasty creature. Pray he swallows 
you whole rather than making a fashion statement by wearing а struggling you 


on his razor sharp spikes, keeping his hands free to crush the rest of your team 
ith an elbow smash. You'll need every ounce of firepower to take down this 
j-filled eating machine. 
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Gladiac MX 


PC with some old video card that seemed 

really great two years ago, like a Savage 
3D or TNT2. You've upgraded the memory since 
then but the machine is still too slow and the 
hard drive just isn't big enough anymore. You 
want to take the $2000 plunge to get a bad- 
ass gaming PC, but that kind of expenditure 
isn't going to be possible for quite some time 
yet. How do you upgrade your aging PC with a 
good video card to give it little more life, with- 
out spending much money? You buy a 
GeForce2 MX card, that's how. 

ELSA's new Gladiac MX card is nearly identi- 
cal to the Hercules 3D Prophet II MX reviewed a 
couple months ago. Both are 32MB cards based 
on the reference GeForce2 MX design, and both 
sell for about $150. Sure, there are other $150 
video cards out there, but most of those are 
the $300 cards from two years ago. By con- 
trast, the GeForce2 MX is new technology 
(insofar as a GeForce2 is new technology—it's 
basically the GeForce architecture). The differ- 
ence between a GeForce2 and GeForce2 MX, 
and thus a Gladiac and Gladiac MX, is speed. 
Regular GeForce2 cards run at 200MHz and use 
166 MHz DDR RAM. They can draw four dual- 
textured pixels in each clock cycle, and can 
thus pump put 800 million pixels with two 
textures applied per second. The far less 
expensive MX variety runs at a slower 175 MHz, 
though they typically use the same RAM. It 
also has only two pixel pipelines instead of 
four, yielding a total fill rate of 350 million 
dual-textured pixels per second. That's less 
than half of a full GeForce2, but we're also 
talking about a card that costs less than half 
as much. Beyond those two differences, the 
regular GeForce2 and the MX variety are basi- 
cally the same. They both have a pretty 


0 kay, so you have an aging 350 or 400 MHz 


Elsa’s display properties panels make 
overclocking easy for those who want to risk it 


Marketing rule #1: don’t put disturbing faces on the cover of your box. 


advanced TEL engine (though the MX's slower 
clock speed yields somewhat slower T&L per- 
formance), support for NVIDIA's register com- 
biner tricks for blending textures together, 
dot-product bump mapping, cubic environ- 
ment mapping, and excellent image quality. 
Though Hercules’ 3D Prophet Il MX used faster 
183 MHz DDR RAM, it really isn't noticeably faster 
than the Gladiac MX with its 166 MHz RAM. In 
fact, in our initial performance tests the Gladiac 
MX posted significantly faster scores than 
Hercules' offering, but that seemed to be due to 
the recent release of the Detonator 3 drivers from 
NVIDIA that seriously improve performance of all 


We ran benchmarks on an 800Mhz Athlon with 128MB running Windows ME. The Baseline card was а 
GeForce DDR with NVIDIA “Detonator 3" drivers. For full information about CG Vidmark, head to 


www.cdmag.com/information/cgvidmark.html. 
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GeForce-series cards. Upon further testing, this 
proved true—the 3D Prophet II MX and Gladiac 
MX both offer nearly identical performance with 
the latest drivers. In terms of relative perfor- 
mance against other video cards, it's faster than 
the original GeForce by a small margin but quite 
a bit slower than GeForce cards that use DDR 
RAM and certainly far slower than a GeForce2, 
Voodoo5 5500, or Radeon. This is especially true 
at higher resolutions where fill rate and memory 
bandwidth are taxed most heavily. 

Because the Gladiac MX is slower than the 
best card available last Christmas, it's not 
exactly something we would recommend for 
hardcore gamers. If you've got a speedy 
| machine and want to match it up with a video 
card that will really make it shine, you're 
going to have to spend $300 or more. 
Hardcore gamers with blazing hotrod rigs 
aren't the target market, though. This is a card 
designed for those who want to upgrade their 
old machine with new technology or put а 
decent video card in that $800 "budget spe- 
cial" computer without spending half their 
computer's worth on a video card their system 
is incapable of fully utilizing їп the first place. 
For that market, it's a good buy. At about 
$150, GeForce2 MX cards offer plenty of bang 
for the buck, and ELSA's Gladiac MX is no 
exception. —Jason Cross 
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“ВО$ТОМ ACOUSTICS KNOWS 
A LOT ABOUT AUDIO, 
AND THE BA4800'S ARE PROOF.” 


= MAXIMUM PC, JULY 2000 


We've heard it from critics and gamers alike: Boston's 


BA4800™ stomps every other 4-channel system in its price 


| www.bostonacoustics.com range — and several costing much more. Crank the volume 


Boston Multimedia. and get earth-shaking, distortion-free surround sound. 


cone 


a E How? Experience. Boston's been engineering home theater 
systems, high-powered car subs, and custom in-walls for 


over two decades. And we've applied that knowledge directly 


to the desktop. You'll be amazed — you can quote us on that. 
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the back of your computer to hook up your 

headphones because your speakers don't 
include a headphone jack? Do you have the 
same problem with your microphone? Ever want 
to transfer some of those MP3s to your minidisc 
recorder or cassette, or vice versa, but don't 
want to hassle with the plugs on your sound 
card? Wouldn't it be nice if someone solved 
these problems and could still deliver a sound 
card that's great for games? Creative Labs has 
finally done just that with its latest Sound 
Blaster package. 

The old Sound Blaster Live! Platinum was a 
bundle that combined the same SB Live! card 
that's been selling for two years now with its 
LiveDrive breakout box which puts inputs and 
outputs at the front of your PC. The new 5.1 
version is an upgrade that continues the con- 
cept—add together the software bundle from 
the MP3* and X-Gamer models along with the 
new LiveDrive Il breakout box and you've got а 
PC sound package that's really worth an extra 
$100. Both the X-Gamer and MP3* versions of 
the Sound Blaster Live! are being updated this 
holiday season to 5.1 models, adding a new 
1/8" digital output jack and a newer software 
bundle while maintaining their $100 price. The 
X-Gamer now includes full versions of MDK2, 
Deus Ex, Unreal Tournament, and Theif Il: The 
Metal Age. The MP3* instead includes Sound 
Forge XP 4.5, MixMan Studio 3.0, CakeWalk 
Express Gold 8.0, and MixMeister 2.0. Both 
packages include Creative's new PlayCenter 
2.0 software, an all-in-one media center utili- 
ty that will maintain a catalog of all the music 
on your hard drive, rip CDs to MP3 or WMA 
format, and all the other usual "media center 
software" stuff. 

The Platinum version combines the best of 
both those less expensive versions, including 
the PlayCenter 2.0 software, all the games from 
the X-Gamer bundle, and some of the sound 


Д: you tired of having to crawl around to 


The PlayCenter 2.0 software does a good job of 
ripping, playing, and organizing digital audio. 


Sound Blaster Live! 
Platinum 5.1 


and music editing software from the MP3+ bun- 
dle The card’s only downside is that it installs 
far too many memory-resident programs, 
though these are disabled easily enough and 
they probably won't get in the way unless 
you're a hardcore gamer who wants to eke out 
every last drop of memory. 

What really makes the Platinum version 
special is the breakout box that fits into a 
5.25" bay in the front of your computer like a 
CD-ROM drive would. It connects to the SB 
Live! card via a grey ribbon cable inside your 
machine (resembling an IDE cable) and pro- 
vides connections for just about everything 
you need, right on the front of your computer 
where they belong. There are separate SPDIF 
inputs and outputs (both coaxial and optical) 
as well as MIDI input and output and 
left/right analog RCA line inputs. Best of all, 
there's a 1/4" headphone jack and 1/4” micro- 
phone jack—and Creative supplies a 1/4" to 
1/8" converter plug so you can use your regu- 
lar headphones with it. Both the headphones 
and microphone input have their own volume 
knobs, so you don't have to fiddle with the 
volume control in Windows every time you 
plug in headphones. The card even automati- 
cally cuts off output to your speakers when 
you plug in headphones (and you can disable 
this feature in the control panel if you want). 
All these front connections make it lot easier 
to use your computer in an environment 
where you can't always blast your 100-watt 


Finally, a sound package 
worth $200 


The card has a new digital output, but it's the breakout box that makes this card special. 


speaker setup and to make recordings on your 
computer from external sources. It's especial- 
ly handy if you have a DAT or minidisc player, 
since many of these devices have digital opti- 
cal inputs. There's even a nice little piece of 
software bundled with the card that lets you 
create playlists and insert a little silence 
between songs, so your minidisc/DAT will 
properly detect and create tracks. If you live 
in a dorm room with 1,500 MP3 files on their 
PC and want to use it as a stereo without con- 
stant trips to the mouse for skipping tracks or 
adjusting volume, you'll really appreciate the 
include infrared remote. 

Now that Aureal is dead and buried, Sound 
Blaster Live! cards are the reigning champ of 
3D sound and the most widely supported by 
game developers. The new Platinum 5.1 ver- 
sion takes the good 'ol SB Live! and adds a 
digital output jack, an incredibly useful 
breakout box, and a fantastic software bundle 
including full versions of four great games. If 
you just want the new SB Live! and the game 
bundle, buying the X-Gamer version could 
save you $100, but the additional software 
and convenience of inputs and outputs on the 
front of your machine are well worth the extra 
money. —Jason Cross 
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Yamaha YST-MS201 


Speakers 


hen buying a new set of PC speakers, what 
W should you look for? Some people want 

four satellites for the best 3D sound, others 
want as much volume as they can stand, and 
some folks won't buy anything that doesn't 
have a headphone jack on one of the front 
speakers. Everyone has a limit to how much they 
will spend, and there’s definitely a market for 


inexpensive speakers. No matter what your 


Odds are, your current speakers 
are just as good, or better 


preferences are, though, your first goal should 
be to buy something better than the speakers 
that came with your computer. 

Yamaha's very affordable YST-MS201 speak- 
ers simply don’t meet that requirement. 
Speakers included with most PCs in the last year 
or two aren’t too hot, but for low-cost OEM 


bundles they're not 
half bad. To do better, 
you'll likely have to 
spend more than $50. 
Yamaha's latest 
three-piece set includes 
an 18-watt subwoofer 
in a wooden enclosure 
and two 6-watt satel- 
lites. The cords aren't 
quite long enough to 
put the sub under your 
desk, but it's small 
enough to sit on your 
desktop quite comfort- 
ably. The subwoofer 
has a small knob on the 
back to adjust bass 
level, and...well...that's 


about it. There are no other real features to 
speak of: no headphone jack, no faux surround 
sound, nothing but an oversized volume knob 
on the right speaker. Sound quality is about 
what you'd expect from a low-cost three-piece 
set. Bass is quite weak at the very low end, and 
doesn't have a lot of kick, while those high crisp 
percussive sounds aren't quite as snappy as they 
should be. It doesn't sound really bad—there 
isn't a ton of hiss or noise or distortion—but it 
doesn't sound any better than the cheap speak- 
ers that come with most PCs these days. 

If you want a great audio experience from 
your games, you'll have to keep shopping. You 
don't have to spend hundreds of dollars, but if 
you don't get something better than you proba- 
bly already have—even $50 speakers aren't a bar- 
gain. If Yamaha wants gamers to toss out their 
current speakers and shell out $50 for its product, 
the company is going to have to offer more than 
basic OEM-quality sound. —Jason Cross 


MANUFACTURER yamaha 
MSRP. 349.95 
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8 new screaming machines 
are hitting the streets of 
San Francisco and London. Not to 
mention the buildings, fountains 
and shopping malls. The only rule in 
this race is: There aren't any rules.. 


manana 
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Lue. heen called back to Wonderland, 
- $t darkened sinte. Т. dreaned, 
The. Cie rales with an evil heart, 
s Tine. E intervened. d " 
i ү 


onderland has been cruelly corrupted by the deranged Queen of Hearts. 
The Aad Hatter, Jabberwock and other familiar characters have become her menacing 
minions. Out~run, outwit, or outfight these twisted characters and confront the sadistic Queen. 
Only one of you can survive. Travel through wickedly surreal landscapes wielding an arsenal 
of sinister toys, including rapitl-fire playing cards and jack~in~the~box bombs. Designed by 
American Meee of Quake? and Quake ЇЇ” fame, and using an enhanced Quake lll: Arena” engine, 
American MicHees Alice pulls you into a fast-paced, third-person world where horrific 
characters and fiendish puzzles conspire to deprive you of your sanity before they take your life. 
Ace you ready for the next chapter of Alice? Visit aliceseascom 


©2000 Electronic Arts Inc. EA GAMES, the EA GAMES logo and American McGee's Alice are trademarks or registered trade 
marks of Electronic Arts, Inc. in the U.S. and/or other countries. All rights reserved. EA GAMESTM is an Electronic Arts™ brand 
Rogue Entertainment and the Rogue Pirate Logo™ are trademarks of Rogue Entertainment, Inc. Quake is а registered trade 
mark, and Quake Il, Quake IIl Arena, and the Id Software name are trademarks of Id Software, inc, All rights reserved. 


Refreshing the best 
joystick ever 


comfortable for right- 
handed users, but not 
really made for lefties. The button 
layout is slightly improved, though, with the 
third and fourth buttons now between the 
enlarged POV hat and the enlarged button 2, 
making all thumb controls easier to use. 

In short, the USB-only Precision 2 is an excel- 
lent, if minor, update of our favorite basic joy- 
stick. At around $50 it's neither cheap nor 
expensive. If you've got to have Force Feedback 
you'll end up spending more, but some of us 
would rather keep a basic joystick around for 
most games. The Precision 2's precise feel, 
comfortable ergonomics, and solid construc- 
tion, along with the excellent SideWinder pro- 
| gramming software, make it an excellent basic 
joystick worthy of succeeding the original 
Precision Pro. —/ason Cross 


SideWinder line that got everything just 
right: the look, feel, precise control, price, 
button layout, and even durability (I’ve person- 

ally tested their durability by getting really 
angry at Crimson Skies a few times and throwing 
my Precision Pro at the ground way too hard). 
The Precision 2 is an update to the original 
Precision Pro design, tweaked and prodded 
just enough for Microsoft to get a fresh new 
stick on the shelves. Fortunately, the changes 
are mostly positive. The base is slightly smaller 
and more stylized, but still comfortable and 
large enough to prevent the stick from flop- 
ping about on your desk. The thumb shift but- 
ton is gone, which reduces the number of pro- 
grammable buttons to only eight, but did 
anyone really use the shift button anyway? 
The old throttle dial is replaced by a lever- 
style throttle that looks like you would often 
accidentally bump it during play, but in hours 
of testing this never occurred. The new design T IHE GOODS 


also makes it easier to tell where your throttle 
DASR. sies 


is set as a glance. The overall shape of the stick 
МНЕ ж ж e 


remains mostly unchanged—it's extremely 
- Feeling the force, for less 
Wingman Formula Force GP 


[es new USB-only Formula Force GP 


] he original Precision Pro was the entry in the 


Microsoft 


Just like the original Precision Pro, only 
tweaked a bit. 


points, using different, and stronger, spring ! prisingly stable, whether on carpeting or 
| smooth surfaces. 

regarded Wingman Formula Force, and at more realistic feel. While Logitech claims the ! The screws for the clamping mechanism 
a MSRP of less than $100.00, manages to | 
deliver the same fluid force feedback effects i 
as the original. ! 

Logitech has a done an admirable job of | 
reducing manufacturing costs and passing 
the savings on to gamers. Unfortunately, 
when a product takes a spin through the cost 
cutting cycle, you can expect compromises 
and the Force GP is no exception. The wheel is 
no longer completely covered in thick grippy 
rubber, only the inside of the left and right 
sides get the red rubber treatment—the 
remainder of the wheel surface is plastic. The 
four switches on the face of the wheel are 
almost flush with the wheel surface, with the 


pedal base is weighted, filling it with air doesn’t | are now conveniently located at the top of 
count. Though the base is lightweight, it's sur- the wheel's base, and the unit stays securely 
fastened during use. Logitech has replaced 
the power brick with a small wall wart, 
though your desktop will suffer from a bit 
more cable clutter, with three wires coming 
into the wheel unit compared with the origi- 
nal's single cable. 

The new model works flawlessly with almost 
every title you'd want to use it with, though it 
oscillates slightly back and forth in Grand Prix 3 
and NASCAR 3 when traveling straight ahead. 
This is a bit worrisome, as the original does not 
exhibit such behavior. 

Overall, the new Force GP wheel provides the 


1 
wheel is the successor to their highly | rates for the gas and brake pedals resulting in а 
! 
| 


5 top two aimed upwards, requiring increased same excellent force feedback effects with a 
ы hand movement for access. The wheel mount- price that will give other manufacturers a 
Ei ed gear shifters remain, although the paddles | headache. The Formula Force GP may not be 
= have been replaced with rocker type switches perfect, but is definitely the price vs. perfor- 
n built into the spokes of the wheel. Compared mance leader. —Michael Hicks 

2 to the original, the new wheel, with flush i , 

E switches and smaller paddle shifters, is less : 2 THE GOODS 

Ра friendly for those with small hands. Logitech 

E The pedal unit addresses several of the origi- No longer rubberized all the way ‘round, the MSRP. $99.95 

E nal's shortcomings by relocating the pivot Force GP makes a few cutbacks to lower the price. 
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Desktop Theater 5.1 „__ ue 


your PC...0 


01135000 Digital 


Cambridge Soundworks branded speaker 

sets is how they give you everything you're 
likely to need to set them up. The new Desktop 
Theater 5.1 DTT3500 is no exception, and its 
rather large box is jam-packed with parts and 
accessories. The central decoder/amplifier unit 
is loaded with connections, including both RCA 
and optical digital inputs, RCA analog left/right 
inputs, as well as 1/8” plugs for front and rear 
inputs from sound cards with discrete front and 
rear outputs. If you've got a sound card with a 
digital output, though, you can just use that 
and set the decoder unit to four-speaker sound 
when playing games. The optical input lets 
Creative market the DTT3500 to Playstation2 
owners, but it also serves as an ideal connection 
for DVD players. Creative includes plugs and 
adaptors for all kinds of connections, so just 
about any piece of audio equipment you've got 
will somehow fit into at least one of the inputs. 

The four satellite speakers come with nine- 

foot cables for the front speakers and 16-foot 


() ne of the nice things about Creative Lab's 


с 


rTV 


cables for the rears. If you need floor stands, it's 
easy to assemble the included tripods, and they 
don't even look half bad sitting exposed on 
your living room floor. Should you want to 
mount speakers on the wall, they've got you 
covered with the appropriate screws and hooks. 
The center-channel speaker even has two differ- 
ent stands so you can choose to place it on top 
of your video device angled downward or 
below it angled upward. If you want to place 
the decoder/amplifier on its side, you'll find a 
plastic stand and replacement faceplate to sup- 
port that orientation. THE 
The sound is quite good for a six-speaker 
system with AC3 decoder that only costs $300. 


They're not the loudest speakers you've ever ROCKWOOL 


heard, but they certainly provide enough out- ! INTERVIEW 
put for playing games with 3D sound in front ' 


of a PC, and we never really felt underpow- 
ered even when watching DVD movies on a 
TV. At high volumes, the speakers tend to get 
a little overloaded with extreme sounds like 
the ever-popular "runway shot of an airliner 
landing," but the vast majority of intense 
action scenes stayed surprisingly clear, espe- 
cially considering the relatively low speaker 
wattage. The slightly beefed-up center chan- 
nel, redesigned decoder/amplifier, and a little 
remote are the main improvements over the 
2500 model introduced last year, and they're 
both very welcome changes. Sure, you can get 
better sound out of a true home theater-style 
5.1 setup, but you'll also spend twice as 
much. —Jason Cross 
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"MANUFACTURER creative Labs 
MSRP $299.99 | 
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mean | 't al damage in this 
jon thriller 
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„ Half-Life Multiplayer E 
^ Opposing Force’ Multiplayer ' 
^, Team Fortress Classic” i 
aai ^nod 
your every action . ^ Redemption 
^ Firearms 


; F Б 
5 TRIKE 
Multiplayer Game/ 


Arm yourself with real-world weapons from Sig Sauers to C4. 
Complete diverse and challenging strategic missions in, 
several real-world locations. Demolish enemy sites, 
rescue hostages, or just wipe.up the 
floor with the opposition іп ? = 

this wildly popular team- 


THE COMPLETE HALF-LIFE | 
MULTIPLAYER EXPERIENCE 


SIERRA Сажа ÊÊ 
2 all 1-800-771-3772 


www.sierrastudios.com күү fr Moreino. 


© 2000 Sierra On-Line, Inc. All rights reserved. © 1997 Valve LLC. All rights reserved. Sierra, the '$” logo, Sierra Studios, Half-Life , Oppossing Force, and Team Fortress are trademarks and/or registered trademark of 


Sierra On-Line, Inc. Gearbox and the Gearbox logo are pending. Valve and the Valve logo are trademarks of Valve LLC. ® designates trademarks registered in the U.S.A. which may be registered in certain other countires. 
All other trademarks are the property of their respective owners. 
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"Ihe ultimate game that combines. the fantasies of 


KIS and RPG fans alike." —3dActionPlanet.com 


"Extremely fluid animations and a rock-solid storyline" 
— Adrenaline Vault.com 


"The game looks spectacular 
and could be one of the best 
looking 2D games ever. 


—PCign.com 
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Animated Blood 
Animated Violence 


CAME ENGINE, 


CHALLENGE YOUR STRATEGIC SKILLS IN RTS MODE, 
DISCOVER YOUR COURAGE IN RPG MODE 


Level Nero — 7 


Inventory 


биер 


Skill/ Magic 


Level 5 
HP : 1000/1000 
Mana : 500/500 


Kingdom Under Fire, the Kingdom Under Fire logo, and the Phantagram logo are trademarks of Phantagram. Gathering of Developers and godgames are trademarks of Gathering of Developers, Inc. 


All other trademarks and trade names are properties of their respective owners. © 2000 Gathering of Developers, Inc. All rights reserved 


| War of Heres 


HERING 


EEA WWW.KINGDOMUNDERFIRE.COM 


* JANUARY 2001 


COMPUTER GAMES 


LM 


Would you fight and die for these people? 


UPSIDE 


Best production values of the 
Command & Conquer series 


DOWNSIDE 


In computer terms, that’s like being 
the most virile octogenarian 


Defending this base is one of the least glamorous assignments; allied troops 


attack about once every five minutes. 


Command & Conquer: 
Red Alert 2 


Westwood clones itself 


ALEXI ROMANOV TOOK STOCK OF HIS CURRENT SITU- 
ation. The Allies had defeated the Soviet war 
machine and placed him in charge of rebuilding 
the nation. Those Americans have a twisted sense 
of humor. They place in charge of a communist 
nation someone with a name hearkening back to 
the Imperial regime, the antithesis of communism. 
The Americans think Alexi will be their puppet. 
Alexi smiles and waits, as the allies grow compla- 


cent and weak. 


This is the setting (also known as 
"the reason to blow things up") in 
Command & Conquer: Red Alert 2. 
The game's two single-player 
campaigns benefit most by having | 
a frame of reference, in the form of 


266, 64 MB RAM 


JLTIPLA 


A | 2-8 players; 
Internet, modem, 
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a story line. Westwood certainly 
has expended considerable effort 
developing the campaign, with 
extravagant cut-scenes bridging 
the diverse scenarios. Some play- 
ers might wish that Westwood 
spent some of this effort redefin- 
ing the venerable Command & 
Conquer game mechanics. 


Assuming battlefield 
control 

Red Alert 2 might very well be the 
best of the series to date. Die hard 
fans will want the latest and 
greatest, which in a short time will 
gamer all of the attention at 
Westwood Online. If you are new 
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to real-time strategy games, уоц 
will appreciate the easier difficult- 
ly levels. Despite being a sequel, 
this game does not assume that all 
players are veterans of the series. 
If you either didn’t like earlier 
Command & Conquer games, or 
have played them to exhaustion, 
or if you prefer your real-time 
strategy purchases to be innova- 
tive in nature, then you might 
want to take a pass on this title. 
Much of the game is pretty famil- 
iar territory. 

You can play the game in reso- 
lutions up to 1024 x 768. Higher 
resolutions provide a little more 
screen real estate, which is helpful 
because there still isn't a good 
way to quickly switch between 
hotspots. Up to nine teams of units 
can be bound to number keys, 
allowing for easier coordination of 
large-scale attacks. The screen 
scrolling speed is adjustable, but 


| even on its fastest setting it is too 


slow to respond to events on 
opposite ends of the map. 


Securing the perimeter 
The game offers numerous and 
interesting alternatives to the 
basic tank rush tactic. 
Unfortunately, none are quite as 
effective, and most will likely be 


used only in campaign game cir- 
cumstances that use scripting to 
reward different tactics. Buildings 
can now be occupied, offering 
greater protection for concealed 
infantry units. Much of the game 
takes place in urban areas where 
building-by-building advance 
would theoretically make sense. In 
practice, you will use building 
occupation for defensive purposes 
only. Functioning like other defen- 
sive weapons (such as flak guns 
and Tesla coils), occupied build- 
ings will shoot at whatever strolls 
down the street. You will have to 
abandon the building if you want 
to direct your fire at a specific 
enemy unit, however. 

Unit initiative and artificial 
intelligence are often considered 
to be the hallmarks of a good, 
modern real-time strategy game, 
but Westwood seems to think that 
these concepts are insignificant. 
Station a legion of troops at a 
base, and they will do nothing 
more than light their smokes on 
the burning wreckage unless 
explicitly ordered to do otherwise. 
Units can be assigned to guard 
duty, creating a small defense 
perimeter that will cause activa- 
tion when breached. Units so 
ordered, however, are unaware of 
events outside this small sphere; 
an opposing fire team can 
advance carefully and pick off 
units one at a time without trig- 
gering a large-scale response. 
Even units specifically designed 
for defense (which you cannot 
control directly) suffer from a lack 
of coordinated response and 
become unnecessarily vulnerable. 
Apparently Westwood still believes 
that there is no substitute for 
rapid, repeated use of the left 
mouse button in combat. Make 
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"Stay away from my missile or I'll... I'll... 


sure that your doctor prescribes 
Vioxx ™ for minor arthritis pain. 


Let loose the squids of war 
Each faction has a selection of 
common and specialty units and 
structures available for construc- 
tion. Soviet infantry conscripts 
are cheap and expendable 
(shades of Zhukov), while their 
Allied counterparts are far better 
trained, deadlier, and more 
expensive. Each side breeds dogs 
with a refined taste for enemy 
flesh. The Grizzle and Rhino 
tanks are the MBTs (Main Battle 
Tanks) of the Allied and Soviet 
armies, respectively. 

Climbing up the tech tree 
unveils more diverse units, some 
which even yield a few interesting 
strategies in those scenarios where 
rushes are rendered ineffective. 
Tesla technology, which delivers 
devastating energy bolts, is cen- 
tral to the Soviet war effort. 
Equally effective against units and 
structures, tanks and troopers 
armed with this weapon have an 
edge against conventional troops. 
The Tesla Coil can be a monster of 
defensive muscle, with a large 
effective radius that fries most 
units before they can close. The 
Allies in general enjoy greater 
mobility. Rocketeer units fly over 
any terrain and attack from above. 
Transport helicopters and 
amphibious units allow penetra- 
tion behind enemy lines. 

Each side also has a small selec- 
tion of naval units. Allied aircraft 
carriers can terrorize inland instal- 
lations, and Aegis cruisers defend 
against missile-launching Soviet 
dreadnoughts. Destroyers can per- 
form shore bombardment or 
defend against enemy sub- 
marines. Allied Harriers and Soviet 


dirigibles provide for air force 
duties. Various missile launchers 
and flak units round out the regu- 
lar troops for each side. 

Irregular might be a good 
classification for the remaining 
units. Soviet terror drones invade 
enemy vehicles and dismantle 
them from the inside. Crazy Ivan 
is a demolition unit, planting 
satchel charges that explode after 
a certain number of seconds. You 
can place charges on units such 
as infantrymen, dogs, and even 
cows—perfect for players inclined 
to terrorism. Yuri units exert an 
area of mind control; enemy units 
within range fall under their 
spell. Best of all is the Giant 
Squid. Stealthy by nature, these 
invertebrates are not only deli- 
cious when deep fried and served 
with cocktail sauce, but all dozen 
or so of their brain cells are high- 
ly trained in the task of disman- 
tling Allied ships. 

Allies have spies, which can 
cause all manor of havoc such as 
stealing money from refineries 
and resetting the black fog of war 
over the world. Chrono 
Legionnaires teleport around the 
battlefield, saving precious wear 
and tear on their legs. Mirage 
Tanks turn into trees when stand- 
ing still, ambushing unsuspecting 
lumberjacks and enemy units. 
Dolphins, of course, eat squid, 
and also do a fair amount of 
damage to enemy ships. 

Finally, for those multi-player 
battles or skirmishes, each nation 
has a secret weapon that may 
influence strategy. Americans can 
generate paratroopers on a regu- 
lar basis, dropping them where 
desired. The spirit of artillery 
master Jean Baptiste de 
Gribeauval lives in the French 


ie 


Pearl Harbor; the Arizona Memorial is a nice touch. 


Grand Cannon. Germany can 
deploy their latest JagdPanzers 
(tank destroyers), and the British 
have a trained cadre of snipers. 
Korea uses a more advanced ver- 
sion of the Harrier known as the 
Black Eagle, and Russia features 
their aforementioned Tesla Tank. 
Cuba, Libya, and Iraq employ 
Terrorists, Demolition Trucks, and 
Desolators respectively. The latter 
uses a radiation device to poison 
an area of ground. 


Odds and endings 
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required the destruction of an 
enemy fleet, the game did not end 
when the objective was achieved. 
This is a problem, since there is no 
way to declare a campaign sce- 
nario over and move on. The 
brain-dead AI also allowed for one 
bizarre end game—the object of 
the scenario was to capture the 
Eiffel Tower then defend it against 
enemy attack (eliminate all ene- 
mies). All production facilities 
were destroyed before the end, 


Would you take orders from 
this woman? 


and all but one Tesla Trooper 
remained. Using superior range, 
this one unit proceeded to wipe 
out the remaining allied troops. 
The range of the weapon exceeded 
activation range of the enemy 
units and the Tesla Trooper was 
never in danger. 

Red Alert 2 can be both fasci- 
nating and bewildering, neither of 
which amounts to much when you 
are launching a tank rush in multi- 
player games. Up to eight players 
can compete or work cooperatively 


| on Westwood Online or via local 


network. Also included are five 
short two-player, cooperative 
campaigns where the players work 
against computer opponents. 
Skirmish mode (essentially ran- 
domly created scenarios) favors 
the brute rush-style of play. It is 
unfortunate that some of the more 
interesting situations scripted in 
the campaign couldn't be par- 
layed into the skirmish mode, 
extending play value in a way 
multiplayer alone can't accom- 
plish. —Jeff Vitous 


How about this one? 
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The 19305 ain't what they used to be. 
America lies in pieces and air power is 
king. It's a shoot-or-get-shot-down world. 

You'll dogfight ruthless air pirates. б 
Rescue saucy pinups. Dodge flak from 

dicey femmes fatales. And mix it up with 


other aces online. But remember, one thing 


still holds true—don't get mad, get even. y 


Microsoft Zone... 


ZIPPER "Y | Animated Violence 
INTERACTIVE Use of Alcohol 
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Only 60's villains would have a pink lounge on their space station. 


No One Lives Forever £ E 


Monolith delivers the most surprising shooter in years 


ne of the dangers of playing — | 

0 too many games is becoming ! 
jaded, that you feel as though | 
you've seen it all, and every game ! 
is just full of the same old thing. — ; 
Once in a while, however, a game | 
comes along that is so surprising — | 
that it totally restores your faith in 1 
an industry you could have sworn | 
was doomed to chum out nothing | 
but hackneyed rehashes of the last i 
big seller. No One Lives Foreveris | 
just such a title, and its refreshing 1 
setting, exemplary dialogue and | 
acting, and downright fun game ! 
mechanics ате a shock to the sys- ! 
tem only matched by the realiza- ¦ 
tion that it came from a developer ¦ 
with a spotty record for quality, ] 
Monolith (Blood, Shogo, Sanity). ! 
Perhaps the most disappointing | 
thing about action games lately is i 
the total lack of creative settings. — ! 
Sure, they have clever back-stories 1 
described in the manual, but when ' 
it comes down to the actual in- | 
game environments, we've been — | 
there and done that. How many І 
games do we need to play that 1 
i 


GENRE: Action 
PUBLISHER rox interactive 


REQUIREMENTS: pentium и 
300, 64MB RAM, 3D accelerator 


MULTIPLAYER: 2-16 players; 


Internet, LAN 


RATING 


take place in a gritty, near-future 
world where an evil madman has 
taken hostages in the subway? Do 
we ever need to run through 
another dungeon, sewer, or sub- 
terranean passage in order to pull 
a few levers or press a few but- 
tons? Should we ever have to fight 
another faux-deathmatch with a 
pulse rifle on a space station? It 
only adds insult to injury that the 
space station usually has dun- 
geon-like twisty corridors and 
dungeon-like spooky lighting that 
make you wonder who would 
build a space station that so close- 
ly resemble a dungeon. 

Then there’s No One Lives 
Forever. The contemporary world 
wasn’t colorful and interesting 
enough for Monolith, so they set 
the game in the 60s. The designers 
did a fantastic job of maintaining 
a consistent world vision—its style 
permeates every aspect of the 
game including clothing, cars, 
interior decoration, music, game 
menus, you name it. Every now 
and again you notice something 
like a typewriter or refrigerator 
and marvel at how very 60’s such 
a common item is—it’s the rigor- 
ous attention to detail that makes 
the setting really click. 


Woman From U.N.I.T.Y. 

No One Lives Forever isn't quite a 
historical recreation of the time so 
much as a recreation of the movies 
and TV shows of that era. You play 
Cate Archer, ex-thief tumed oper- 


UPSIDE 


Tons of style, varied environments, 
fun blend of stealth and action 


. DOWNSIDE 


Slight engine quirks, mediocre 
multiplayer 


If | was being chased by gun-toting spy on a snowmobile, I'd run too. 


ative for a super-secret world-sav- 
ing organization named UNITY. 
She's having a difficult time eam- 
ing acceptance in a man's profes- 
sion when tragedy strikes—a mys- 
terious criminal from an organiza- 
tion called H.A.R.M. is killing 
UNITY field agents left and right. 
With half their operatives dead, 
UNITY has no option but to finally 
give Archer a break. The plot that 
unfolds over the game's 50 levels 
is just like something out of a spy 
movie—it's a little cheesy, but it's 
just kitsch-y humor. The villains 
are completely over-the-top, but 
it's intentional (and funny). 

The plot is conveyed mostly 
through conversational cut-scenes 
that are far better than what you 
find in the typical action game. 
The writing and voice acting are as 
good as a top-notch adventure 
game, and the "camerawork" is 
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actually competent. While most 
developers seem dead-set on 
moving the camera as much as 
possible; Monolith shoots their cut 
scenes like a TV show or movie 
would, with cuts between static 
camera angles showing the faces 
of the people talking or the people 
they're talking to. Some of these 
scenes are a bit chatty, but the 
faces and voices are so good that 
it never really becomes tiresome. 


A Killer View 

Further cementing the 60s spy 
movie vibe are some mighty fine 
graphics and sound. The variety of 
environments is really quite 
impressive. You visit the snowy 
Alps, fancy hotels; a tropical 
island, outer space, a groovy 
German nightclub and lots more. 
Though all these locations are con- 
sistently good, there are some 
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Look at the bodies fly! 


strange lapses in modeling quality 
that stand out. An arched ceiling 
might be constructed of so many 
polygons that it appears perfectly 
smooth, but a trash can or wheel 
of a car will be a simple octagon, 
for example. Despite these occa- 
sional lapses, the overall look is 
fantastic. Quake Ill-powered 
games may "wow" you with their 
vistas, but No One Lives Forever 
looks fantastic in motion. Every 
animation is motion captured, 
including several custom anima- 
tions for cut-scenes, and the result 
is exceptionally smooth and life- 
like movement that adds greatly 
to the visual appeal. 

The music deserves special 
mention as it is, simply put, the 
best interactive music ever fea- 
tured in an action game. While the 
competition is content to simply 
Switch between "no combat" and 
"combat" audio tracks, Monolith 
utilizes different music for various 
levels of tension and activity. 
What's more, there are even little 
transition phrases to take you from 
one track to another so they flow 
together smoothly. You even hear 
musical accents when there's а 
brief moment of action in an oth- 
erwise calm situation, such as 
when you quickly dispatch a 
guard who's just noticed you. 

Taking a nod from the Thief 
games, you hear many of the 
guards having conversations as 
you approach them. Beyond being 


If you're so subtle, then how do you explain that shirt? 
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quite funny at times, these con- 
versations help bring the world to 
life. Most shooters feature enemies 
that do nothing but wait in a sin- 
gle spot or patrol a set route until 
the hero comes along to fight 
them. Hearing them talk as you 
approach suspends your disbelief 
just enough to think that they have 
а reason for being there. 


The Game World is 
Not Enough 
A great setting alone does not a 
great game make, but No One 
Lives Forever has much more than 
just style. It effortlessly blends 
Thief-style sneaking with run- 
and-gun action to produce a 
game mechanic just different 
enough to keep veteran gamers on 
their toes. If you're accustomed to 
one style or the other, it can be a 
difficult mix to get used to at first. 
Most guards can’t be entirely 
avoided, but you miss out on a lot 
if you just blast your way through 
a level. The trick is to dispatch 
guards in a way that doesn’t alert 
anyone, which means staying 
quiet and keeping out of sight. 
You have to plan your actions 
well, dodging security cameras 
(and making sure they can’t see 
any dead bodies) while paying 
attention to how much noise 
you're making. 

The exceptional enemy Al cer- 
tainly makes this challenging at 
times. Guards will notice dead 


Well that’s thoughtful of them. 


bodies and go check them out, 
even crouching to examine fallen 
comrades. They’re quite good at 
detecting disturbances and are 
just as smart in combat. Expect 
your enemies to run away when 
outgunned, charge ahead when 
they overpower you, duck for 
cover then lean out to take pot 
shots at you, jump and dive to 
the side, and even intentionally 
wait for you to come to them. If 
you replay missions using differ- 
ent tactics, you can expect very 
different reactions from the Al. In 
fact, you just might want to test 
this out, as No One Lives Forever 
lets you go back and play any 
completed mission at any time, 
bringing along all the new 
weapons and gadgets you've 
acquired, which may allow you to 
discover new secrets and hidden 
areas you couldn't access the first 
time through. 

Though the Al is sophisticated 
and remaining undiscovered can 
be quite challenging at times, 
agent Archer has plenty of tools 
at her disposal. As you progress 
through your missions, you gain 
access to new weapons and mod- 
ifications to existing ones like 
scopes and silencers. No spy 
game would be complete without 
special tools made from ordinary 
household items, so you get to 
use lipstick explosives, a weld- 
ing-torch lighter, camera sun- 
glasses (with mine detector 
attachment), and so on. You even 
get to ride a motorcycle and 
snowmobile at some point. These 
vehicle sequences are certainly 
not sophisticated enough to be 
games unto themselves, but 
they’re excellent examples of how 
Monolith uses small changes in 
gameplay to keep things interest- 
ing. You jump out of a falling- 
apart plane without a parachute 
and shoot guards on your way 
down, scuba-dive through a 


| wrecked ship to retrieve docu- 

| ments, and play sniper to protect 
! a US ambassador from assassina- 
| tion. Through over 50 levels (each 
| mission consists of several levels), 
| Monolith manages to keep things 
ı fresh with a constant supply of 
new tools, varied locations, and 
interesting mission objectives 
that positively will not let you 
become bored. 

When you're fed up with the 
single-player game, there's always 
the multiplayer component to tum 
to. Included are four deathmatch 
maps and six team play maps for 
а capture-the-flag variant called 
H.A.R.M. vs. UNITY. The multiplay- 
er component delivers what Half- 
Life did when it was first released— 
it's there, it works, there's even a 
good integrated server browser 
and stand-alone server applica- 
tion, but network code could be 
smoother. With some tweaking the 
Internet play could be great, but 
for now No One Lives Forever is 
| primarily a single-player game. 


From Monolith with Love 
After several years of game releas- 
es that have ranged from mediocre 
to troubled, Monolith has finally 
delivered a truly top-notch game. 
No One Lives Forever combines a 

| fantastic sense of style with great 
animation and voice acting, clever 
Al, industry-leading interactive 
music, a wry sense of humor, and 
gameplay that keeps you coming 
back for more. It's the absolute 
antithesis of every hackneyed 
blast-a-thon through yet another 
dungeon, space station, sewer, or 
subway station full of button 
pushing and lever flipping. 

Don't let Monolith's past games 
scare you away from this one—in 
the two years since Half-Life raised 
the bar for everyone, no other 
shooter has come as close to living 
up to our raised expectations for 
the genre. —/ason Cross 
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hen Microsoft released the 
W original Combat Flight 

Simulator, it shared shelf 
space with two worthy competitors 
and was by no means lauded as 
the best of the bunch. Anyone 
worried that Microsoft might take 
advantage of the current lack of 
competition and release a product 
that, other than moving the set- 
ting to the Pacific theater, would 
offer no major innovations, can 
lay their fears to rest. Microsoft has 
improved nearly every element of 
the game to some extent to pro- 
duce a product that, for the imme- 
diate future, will set the standard 
for World War II flight simulators. 

Combat Flight Simulator 2 fea- 

tures phenomenal graphics with 
great attention to detail and a 
convincing flight model. The 
graphics and the flight model 
both reflect an improved appreci- 
ation for the effects of damage on 
your aircraft. The game does an 
excellent job capitalizing on the 
beauty of the Pacific, and the 
experience of operating from the 


GENRE: right simulation 
PUBLISHER Microsoft 


REQUIREMENTS pentium i 
300, 32MB RAM 


MULTIPLAYER! 2-8 players; 
Internet, LAN 


RATING 
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An F4 Wildcat on approach to the Enterprise—watch the LSO! 


Combat Flight Simulator 2 


Microsoft ventures into the WWII Pacific Theater: the Pacific is pacific no longer 


1 
П 
1 
i 
i 
1 
1 
i 
i 
1 
Д 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
П 
1 
П 
П 
1 
1 
1 
i 
1 
1 
1 
П 
1 
1 
П 
1 
1 
П 
1 
1 
1 
П 
1 
П 
П 
! 
П 
П 


| THE GOODS | 


1 
1 
1 
П 
1 
1 
1 
1 
1 
1 
1 
1 
! 
1 
1 
1 


carrier deck is also convincingly 
replicated. Campaigns and mis- 
sions are improved as well, 
though they still suffer to some 
extent from the generic, overly 
scripted feel that undermined the 
original game. If you are disap- 
pointed with the campaign, you 
can make use of the excellent mis- 
Sion editor to produce your own 
quality missions... but you won't 
be able to enjoy your efforts in 
the limited multiplayer modes. 
You may run into one other sour 
grape as well—Combat Flight 
Simulator 2 suffers from serious 
instability on some machines. 


Look good while you die 
The game does an excellent job of 
augmenting the already-solid 
graphics of the original. The 
weathered planes sport outstand- 
ing detail, from the rolling wheels 
on the intricate retractable land- 
ing gear, to the sliding canopy, to 
the puff of smoke your engine 
belches forth on start-up. The air- 
craft panels look great, as do the 
virtual cockpit views. The weather 
effects also look nice, though at 
times a bit bizarre, and they are 
undermined by the lack of impact 
they have on ground lighting. 
The most conspicuous graphical 
improvement is in airplane dam- 
age. In the original Combat Flight 
Simulator, damage from enemy 
fire was represented by a burst of 
debris resembling generic chaff. 
Now, damaged planes trail smoke 


Strong attention to graphical detail 
and convincing flight model 


P-38s lined up for take-off. 


and catch on fire. If the fire 
spreads or enough damage is 
done, you may even see the plane 
come apart in mid-air. This gives 
you much better feedback on how 
much damage you have done to 
an enemy, and helps you decide 
whether you can shift your atten- 
tion to another plane. Damage 
done to your own plane is also 
sharply represented, and once you 
have been shot up or see that you 
are on fire, you can flip out to an 
external view to survey just how 
bad things really are. You may 
think you are still in control of the 
plane, only to find that your 
engine is engulfed in flames, your 
tail has come off, and half of a 


1 wing is missing. Time to bail out! 


The Pacific scenery and espe- 
cially the lush island textures and 
bright hues of coastal waters are 
also a real treat. Some of the third 
party Pacific add-ons for the orig- 
inal game had scenery that was 
nearly as attractive—scenery 
artists clearly have a great deal to 
work with in the beauty of Pacific 
islands—but none match Combat 
Flight Simulator 2 in the breadth of 
its scenery. 


Details, details 

The playable aircraft are exclu- 
sively fighters. On the American 
side you'll find the overachieving 
FHF Wildcat (in which you'll be fly- 
ing most of your American cam- 
paign missions), the well-armored 
F4U Corsair, the F6F Hellcat, and 
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Sticks close to the script... except 
when the program crashes 


the P-38 Lightning. On the 
apanese side you'll fly the nimble 
yet vulnerable AGM2 and А6М5 
Zeros as well as the NIK2 George. It 
is extremely disappointing that 
Microsoft left dive bombers off the 
ist—aiming a Dauntless at the ris- 
ing sun painted on a Japanese 
Carrier deck near Midway is with- 
out a doubt at the top of most sim 
ans' wish lists. On the other hand, 
if past experience is any indicator, 
industrious hobbyists will take 
advantage of the ease in which 
add-ons to Microsoft flight simu- 
ators can be created to quickly 
and competently fill this gap. 
Hobbyist-produced planes, paint 
jobs, and scenery have been one 
of the strongest assets of previous 
Microsoft simulator users, and 
promise to be so with this game as 
well—Combat Flight Simulator 
planes and scenery will be com- 
patible with Combat Flight 
Simulator 2. 

The flight model is very con- 
vincing, and thanks to the high 
level of instrument detail, exten- 
sive checklists, and easy-to-follow 
training missions, you may enjoy 
it as a simple flight simulator as 
much as a combat game. As you 
boost the realism settings, your 
skill in gently but firmly handling 
the flight stick will have to 
increase commensurately or you 
will spend a lot of time spiraling 
towards the ocean. The model 
makes reacquainting yourself with 
the "power curve" and with the 
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Tailing a Corsair from a Zero. 


staples of dogfight maneuvering 
as much a joy as a necessity. 

Damage is as profoundly 
reflected in the flight model as it is 
in the graphics. If you suffer dam- 
age, whether from flak or enemy 
fighters, your plane will quickly 
become difficult to control. 
Furthermore, if the engine or a 
wing catches fire, the fire may 
spread, doing more damage and 
possibly undermining the struc- 
tural integrity of your plane. Bail 
out, pray your parachute opens, 
and hope a submarine is available 
to pick you up, or if you can, 
nurse the plane home and show 
your mettle by bringing it down 
on the carrier deck. 

Carrier operations are one of the 
most anticipated additions, and 
flying from the carrier deck truly 
does add an exciting element. 
Taking off from the deck adds 
more than a little stress, and the 
short plunge toward the ocean you 
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often experience when leaving the 
deck will require you to exercise a 
firm hand on the stick if you don't 
want to go for a quick swim. 
Landing takes more practice, and 
consistent success requires that 
you rely on the advice of your 
landing signals officer (LSO). No 
matter how many times you've 
landed on the carrier, each time 
you put down you start to worry 
that you've missed the wires, and 
thus the thrill when your hook 
catches and you come to a quick 
stop is always slightly unexpected. 
On the way home from a successful 
mission, the risk of blowing the 
landing may be too stressful, in 
which case you always have the 
option of warping past it. 

More than just a flat surface to 
land on, the carrier moves, bobs, 
and rolls on the ocean. It would be 
nice if it were populated, howev- 
er—the environment feels a bit 
sterile thanks to the lack of any 


Canopy оре 


A Zero pilot opens the canopy for a breath of fresh air. 


чытты 


A plane explodes over Midway during a thunderstorm. 


activity on the deck. The absence 
of people or other planes under- 
mines the sense of perspective 
between the size of the plane and 
the size of the carrier. 


Campaigns and missions 
There are two campaigns—one 
American and one Japanese. The 
approximately 30 mission-long 
campaigns follow a limited 
branching structure, and in some 
cases your performance in a given 
mission will determine which fol- 
low-up missions you get. You can- 
not affect the basic course of the 
campaign, however, much less the 
war. The campaigns mirror each 
other and begin early in 1942— 
sorry, no Microsoft-approved Pearl 
Harbor replays to be found here— 
in the lead-up to Coral Sea. There 
are then a couple of uninspired 
Midway missions, and the cam- 
paigns settle down to follow the 
battles for the Solomons, the 


A P-38 strafes a Japanese transport. 


Marshalls, and the Marianas. Most 
of the American campaign is carri- 
er based, but Black Sheep 
Squadron fans need not despair— 
you'll get to fly a few missions 
from island bases in your Corsair. 
To add color, you'll occasionally 
be treated to comic-book panel 
cut-scenes with English or 
Japanese language voice-over that 
relate the progress of the war from 
the perspective of the little guy. 
The campaign missions are 
more compelling than those in the 
original game, though this is 
largely a product of the improved 
scenery. Actual mission objectives 
are not always congruous with 
mission briefings, and in-mission 
audio is generic. Getting in-mis- 
sion radio messages from a com- 
manding officer, as well as much 
wider range of mission-specific 
radio chatter from your wingmen 
would have been a nice touch. 
Further, if staying true to the 
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А George retracts its landing gear. 


history of the war rules out having 
a truly dynamic campaign, it 
would not have precluded a more 
dynamic mission environment. 
Once again you will be flying in a 
world that is inhabited solely by 
your immediate allies and your 
mission targets and nothing else. 
While there are some random 
events in the conspicuously script- 
ed missions, what is lost is the 
inherent uncertainty of the mid- 
20" century's thick fog of war. 
Without the opportunity to run 
across more targets of opportunity 
that are unrelated to the mission, 
or to become hunted as a target of 
opportunity for someone else—just 
as you are low on fuel and head- 
ing home, for example—there is 
little reason not to fall into the rut 
of take off, warp to action, fight, 
warp home, warp to land. In the 
absence of an autopilot, the game 
should still offer more incentive to 
stay in the cockpit for the long 
flights from take-off to target if it 
really wants to simulate WWII in 
the Pacific. After all, in so many of 
the key encounters in that theater, 
searching for and unexpectedly 
finding the enemy was really half 
the battle. 

You won't find yourself in a lot 
of big furballs in the campaign 
missions, but if this is what inter- 
ests you, the single missions fill 
this role admirably. The eight 
American single missions and 
seven Japanese single missions put 


own missions, you will have to 
resort to the included mission 
builder. The mission builder is not 
for the faint of heart, but what it 
lacks in friendliness, it easily 
makes up for in versatility and 
power. With a little work you can 
create missions at least as good as 
those that come with the game, 
and the mission builder will ensure 
that sim addicts are flooding the 
internet with high quality missions 
and campaigns in no time. 


Ace in the hole 

Enemy Al is solid—indeed, 
absolutely unshakeable on higher 
difficulty settings—and you'll cer- 
tainly know it when there are 
enemy aces in a mission. 
Unfortunately, the same cannot be 
said for your wingmen. Before 
each mission, you can organize 
your wings, promoting pilots that 
have earned kills. There's usually 
not much opportunity to do this 
however, because the wingmen 
don't tend to get many kills. By 
the end of the campaign, you'll be 
an ace many times over, and most 
of your wingmen will have zero 
kills. If this is frustrating against 
airborne targets, it is positively 
enraging against surface targets. 
While you struggle to destroy 
enemy ships or airfields by your- 
self, your wingmen circle languid- 
ly, in little hurry to carry out your 
orders, though if you wait long 
enough they will do so. As in 


8 you in the shoes of an ace reliving Combat Flight Simulator, wingmen 
= his finest hour. For example, you still occasionally collide with each 
E can fly as Pappy Boyington in his other for no apparent reason, and 
= Corsair as his Black Sheep take on occasionally crash on take-offs 

S an armada of Zeros, or Richard and landings as well. 

5 Bong riding a P-38 into a swarm of Multiplayer modes may in the 
Ej Japanese fighters. long run prove to be the game's 

= If you want to fly the campaign greatest disappointment. The only 
= missions individually, or want to options are free for all and multi- 
= try your hand at creating your player team combat. It is not pos- 
S 


A virtual cockpit view of a P38 taking off in the rain. 


sible to team against А! planes, ! up with repeated crashes (of your 
and more importantly, it is not ! system, not your plane), you'll just 
possible to cooperatively play | have to keep faith that experienc- 


ing the game is worth the frustra- 
tion. —Nick McElveen 


missions. Given that the sim com- 
munity would surely have used the 
mission builder to produce many 
quality multi-player missions, this ьш "Zero! PN — 
is a frustrating limitation indeed. i 9 Wing Structure 
This and the relatively static mis- И Ping Structure 
sions are features that leave room 
for improvement in the next 
installment of the series. 

Overall, Combat Flight 
Simulator 2 has made many strong 
enhancements over the solid origi- 
nal, moving the franchise to the 
front of the class for WWII sims. It 
seems that no block- buster flight 
sim would be complete without a 
few frustrating bugs, and this 
game appears to be no exception, 
rendering it unstable on some 
computers. At the time of this 
writing, the basis for this instabili- 
ty is still unclear and its scope 
seems limited. If you are one of the ! Now would be a good time to 
unlucky gamers that have to put ! bailout. 


An Е6 Hellcat heads down the runway. 
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Rune 


Too much of an average thing 


compare games based on 

how long they are. You might 
even go so far as to divide the 
retail price of the game by the 
number of hours of gameplay in 
order to determine how many 
dollars each hour of fun siphons 
out of your pocket. On that kind 
of scale, Human Head Studio’s 
third-person Viking epic Rune 
stacks up pretty well. There are a 
lot of hours of gameplay here. A 
whole lot. So many, in fact, that 
you will start asking “is it over 
yet?” about a third of the way 
through the game. By the time 
you are two-thirds of the way 
through the game, your opinion 
might change a bit. “No, really,” 
you'll say, "it's over now, right?" 
It really does end eventually—it's 
kind of like the Ice Age in that 
respect—and by the time it does 
you will have lost all desire to see 
your gaming dollar stretched out 
over even one more minute of 
gameplay. Rune is not the sort of 
game that makes you want to 
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GENRE sweaty Viking Action ! 
PUBLISHER co» | 
REQUIREMENTS Pentiumit | 


300, 64MB RAM, 8 MB 3D accelerator — | 
MULTIPLAYER: 2-16 players; 


Internet, LAN, modem 


RATING 


come back for seconds. 

It’s not that the gameplay is 
bad, per se. It’s actually some- 
what entertaining, in a mindless- 
ly violent sort of way, and the 
production values are relatively 
strong, It’s difficult to point to 
any one level in the game and 
say “that wasn’t fun;” you have 
to consider them next to their 46 
near-identical brethren to put 
things in perspective. You might 
say that they all have a consistent 
visual style. Alternately, you 
might say that they all look like 
dark stone hallways, or alternate- 
ly, dark metal hallways. The out- 
door levels make for a nice break 
from the stone hallway theme, 
but they are still dark. 

Add to the mix a semi-mytho- 
logical story that starts out moder- 
ately interesting and goes down- 
hill from there and a combat sys- 
tem that is fun in short spurts and 
exactly entertaining enough to 
sustain a game half Rune’s length, 
and you'll have a pretty good idea 
of what you are in for. 


Ragnar(ok) 

You play a young Viking named 
Ragnar, a whippersnapper from 
the village of Wotankeld who has 
just completed his rite of passage 
and become a warrior. Wotankeld 
stands guard over several 
Runestones of Odin, which in tum 
stand guard over life as Ragnar 
knows it by holding off 
Ragnarok—the last great battle 
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Looks great, hack-and-slash combat is 
simple but fun, lots of levels 
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Lots and lots of very repetitive levels, 
some scripts are difficult to trigger 
and a few can be broken 


[left] You will absolutely despise skeletons by the end of the game. 


[above] You weapons and clothing becomes bloodied as you fight—a neat effect. 


and the end of the world. 

In Norse mythology, Ragnarok 
is the inevitable end that the world 
is constantly moving towards. It's 
not a pleasant fate, particularly 
for the gods, but it is an incredibly 
colorful and well-documented 
one. Loki, the trickster, breaks free 
of his bonds. The wolves Skoll and 
Hati Hrodvitnisson swallow the sun 
and the moon, bringing total 
darkness into the world, and the 
Fenris wolf runs rampant and ulti- 
mately ends up killing Odin, all- 
father of the gods. The Midgard 
serpent revolts and causes the seas 
to rise. There are battles aplenty, 
and eventually the nine worlds 
under the Yggdrasil tree perish in 
flames. All the gods of the Aesir 
and Vanir die, the sky falls into a 
pit of flame, and the earth sinks 
into the sea. 

Rune manages to capture 
almost none of the richness of the 
Ragnarok myth and little of the 
real flavor of Norse society or even 
Norse mythology. Instead it deliv- 
ers a cartoon caricature, a stereo- 
typical and somewhat Hollywood- 
ized image of what the Vikings are 
all about—horned helmets, big 
axes, and large mugs of mead. It's 
the sort of aesthetic that has led us 
from Le Morte D'Arthur to First 
Knight, or from the myth of 
Perseus and Medusa to Clash of the 
Titans. There is probably an audi- 
ence for this variety of pseudo 
mythology, but it's a bit disap- 
pointing to see a developer take 


subject matter with such strong 
potential for originality and dress 
it down to make it more palatable 
(i.e. less complicated) to a con- 
temporary audience. 

Rune’s story is about as “less 
complicated" as it gets. A nasty 
evil Viking named Conrack has 
made a deal with Loki to destroy 
the Runestones and bring about 
Ragnarok so that Loki can finally 
escape the prison that Odin placed 
him in. Obviously it's up to Ragnar 
to stop him. Fortunately Ragnar 
has the help Odin, and while it's 
never made particularly clear why 
Odin wants or even needs a 
scrawny mortal to do his dirty 
work for him, that's exactly what 
you end up doing. 

That's pretty much the entire 
story. Odin shows up (or at least 
his head does) a few times in non- 
skip-able cut scenes to give you 
words of encouragement, and 
there are a few plot twists that are 
about as surprising as the toy in 
the Cracker Jack box. Mostly the 
game is about killing things and, 
to be fair, it does that pretty well. 


An axe to grind 

After an unfortunate run-in with 
Conrack in the opening cut scene, 
you are left alone and unarmed in 
the Underworld, and must fight 
your way out if you are to help 
Odin foil Conrack's evil plans. 
You'll find some weapons easily 
enough, and soon you'll be hack- 
ing your way gleefully through 
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In-game prompts help teach you how to play. 


hordes of fell warriors, powerful 
beasts, and cantankerous crus- 
taceans (really). 

Combat is actually where the 
game distinguishes itself. Despite 
its shooter roots (it's based on the 
Unreal engine), Rune involves no 
real shooting at all. All the combat 
is of the melee variety, and while 
it's nowhere near as tactically 
complex as your average fighting 
game, it does have a visceral 
appeal reminiscent of the battle 
scenes in the movie Braveheart. 

As you work your way through 
the game, you'll collect an 
increasingly deadly arsenal of 
weapons in three categories— 
swords, hammers, and axes. The 
first weapons that you find are 
small and plain; later in the game 
you will have the opportunity to 
wield monstrous (almost comical, 
in fact) double-bitted axes and 
hammers that would make Mjolnir 
look like a child's toy. 

You'll also find a variety of 
shields that you can equip in your 
off-hand. You can use these to 
deflect damage by hitting the 
right mouse button. Each shield 
has a damage meter, however, 
and will eventually break—usually 
in the middle of a fight. 


Go-go Gadget Rune! 

You attack with your readied 
weapon by hitting the left mouse 
button, and perform different 
types of attacks and combos by 
timing your clicks and combining 
them with different moves. A 
standing attack with an axe might 
give you a side slash, for instance, 
while a running, jumping attack 
might give you a overhead smash. 
The specific attacks vary from 
weapon to weapon, and while this 


does give each its own unique feel, 
there is little reason to continue 
using a weapon once you find a 
larger one in the same class. 

The tutorial will show you а 
number of other neat combat 
tricks—it's possible to disarm an 
opponent, or knock the shield out 
of their hands. Unfortunately the 
tutorial is probably the only place 
that you will see these tricks in the 
single-player game—disarming is 
generally more of a random 
curiosity than a viable tactic. You 
can also throw your weapon, 
which works about as well as you 
might expect it to in real life. 

The real distance attacks come 
from your Rune power. You'll col- 
lect Runes that are scattered about 
Midgard, and you can bum the 
energy that they give you to 
power up your weapons. Each 
weapon has it's own Rune power, 
such as a frost attack that allows 
you to freeze and then shatter 
your foes with one particular axe, 
or an earth attack that shakes the 
ground with a mini earthquake 
when you hit it with your hammer. 


The endless halls of 
the dead 
As interesting as the weapons and 
their powers are, they would be 
more so if you had a greater vari- 
ety of foes to use them against. 
You meet only a handful of crea- 
tures throughout the game, and 
most of them in the second half. 
By the time you fight your way out 
of Hel (which comprises about a 
third of the game), you will pray 
that you never have to fight 
another skeleton ever again. 
Like the levels themselves, the 
creatures in Rune are actually 
pretty interesting at first glance. 


Health lizards on an open fire. 


The skeletons are somewhat tricky 
in that you have to behead them 
in order to permanently kill them. 
They are easy to kill once you fig- 
ure out the trick, however, and by 
the time you have dispatched 60 
or 70 of them in that fashion the 
novelty starts to wear a little thin. 

Later in the game you fight 
dwarves and other Vikings, which 
makes things a bit more interest- 
ing... for a while. You get back to 
skeletons eventually, though. 

The game also has several 
scripting flaws and at least one 
major bug that can sometimes 
make your entire inventory dis- 
appear. Sometimes it is possible 
to interrupt scripted events 
before they have a chance to 
play (generally by prematurely 


killing a creature that you were 
not "supposed" to kill), which 
breaks the game and makes it 
impossible to proceed. Other 
times scripts are merely difficult 
to trigger—you have to wander 
through every nook and cranny 
of a level to find the spot that 
triggers the script and allows 
you to continue. 

Even dismissing these techni- 
cal flaws, Rune is simply too 
long and too uninspiring to hold 
your attention until the end. 
Easily half the levels could have 
been dropped from the product 
with no ill effect on the story, 
and the game would have been 
more entertaining for it. More 
can be better... but only if it's 
good. —Benjamin E. Sones 


You can climb chains and vines, but mostly the navigation is fairly simple 
and straightforward. 
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uestion: when should you 

begin to worry that you are 

making the transition from 
cofnputer gamer to doll collector? 
Answer: when you spend $30 to 
get new clothes and furniture for 
your sims. To be fair, The Sims 
expansion pack, Livin' Large, does 
offer a bit more than a few new 
outfits. It adds new career paths, 
and it also allows your sims to use 
a few new gadgets, supernatural 
and otherwise. By permitting mul- 
tiple neighborhoods, it repairs а 
glaring deficiency in the original 
game. What it does not do, how- 
ever, is fundamentally alter or 
improve The Sims, and if you've 
grown tired of that game, Livin" 
Large will send you on only the 
briefest of second honeymoons. 

The Sims is unquestionably a 

milestone in computer gaming, 
but like real life, is prone to 


GENRE People Simulation 
PUBLISHER: maxis 
REQUIREMENTS: rhe sims 
MULTIPLAYER None 
RATING 


[left] Making the robot clean the kitchen. 


The Sims 
Livin’ Large 


Spirits in the Material World 


devolving into tiresome, rote 
management of the minutiae of 
daily living. The Livin’ Large solu- 
tion is a predictable if unflattering 
reflection of modern materialism: 
more stuff will make you happy! 
While some of the stuff is top of 
the line furniture and appliances 
(it includes 125 new items in all) 
the expansion pack succeeds best 
in allowing you to exit the game- 
play rut for short periods with the 
addition of some mystical items 
and characters. For example, a 
magical lamp comes complete 
with an unpredictable genie; 
sometimes he provides you with 
even more possessions and some- 
times he just makes your life mis- 
erable. A crystal ball presents you 
with short-term challenges in rid- 
dle form that you can solve for 
extra personality points. A voodoo 
doll lets your sims torture their 
peers in ways that do little to 
improve friendly relations. Your 
sims can use the new home chem- 
istry set to make potions with a 
variety of unpredictable results. 
You can also buy an expensive 
robot to perform all of your house- 
hold chores. Finally, the vibrating 
bed is the first admission that sims 
may do more in bed together than 
just sleep—but don’t expect to see 
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More cute sim-moments 


[above] The genie in the lamp. 


anything lascivious. 

The genie is just one of several 
characters added to make life 
interesting. If you buy the new 
fireworks kit and set your sim on 
fire—an all-too-common 
mishap—the Grim Reaper will 
show up. Your other sims can 
plead for the life of their fallen 
mate, and may be forced to 
resort to paper-scissors-rock 
with Death. If they lose, you can 
keep your dead sim as a zombie, 
which in practice initially means 
that they merely take on an 
unfashionable green hue, but 
your zombie-sim will eventually 
become catatonic. The most dis- 
turbing character is a morose 
clown that invades your house- 
hold and is harder to get rid of 
than John Belushi’s famous 
houseguest character. 

If The Sims permitted you to 
vicariously enjoy an array of alter- 
nate (and alternative) lifestyles, 
Livin’ Large lets you pursue virtual 
happiness even more ostentatious- 
ly. If you are capable of coordi- 
nated design, you can now build a 
medieval castle, as well as a futur- 
istic pad in which George Jetson 
might feel at home. 

Livin’ Large's five new career 
ladders are amusing, but they 
work in exactly the same way as 
the previous career tracks and add 
little to gameplay. You can now 
emulate the Maxis team by claw- 
ing your way up the Hacker career 
leader, starting as a beta tester 
but hoping to eventually give Bill 
Gates a run for his money. The 
Slacker career track lets you start 
as a golf caddy before moving on 
to other prestigious jobs, such as 
convenience store clerk. Before 
achieving superstardom in the 
musician career track—and mak- 
ing good use of the electric guitar 


DOWNSIDE 


"Hey, didn't 1 already pay for this 
game once?" 


| апа Liberace-esque piano that you 
! can now buy—you'll have to pay 

; your dues as a wedding singer 

| and high school band teacher. If 

¦ you choose the paranormal career 
| track, you may feel you know 

! Dionne Warwick personally as you 
| set off as a psychic phone friend 

! before moving on to a variety of 

; other uses for your psychic talents 
| (tarot reader, exorcist), including 
| a cult of your own. Finally, as a 

! journalist, you'll start as typeset- 

| ter, then game reviewer before 

; making a huge credibility leap to 
1 tabloid writer, and then moving 

; on to big-time broadcaster. 

1 If your Sims obsession is still 

¦ going strong, Livin’ Large is prob- 
| ably a worthwhile acquisition— 

| after all, it is cheaper than doll 

| collecting. If, on the other hand, if 
! you-—like so many—initially 

| thought The Sims was brilliant but 
| eventually found it tiresome, there 
| is not enough added gameplay 

| here to merit reassessment. 

| Furthermore, the wide variety of 

! quality skins and decorations 

| available on the Internet make it 
harder to justify paying for a new 
look. In the end, The Sims does 
mimic real life: if you aren't 
happy, new stuff is only a fleeting 
solution. —Nick McElveen 


“All | remember is, | was looking 
through my new telescope, and then | 
saw a blinding light.” 
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A KID PILOTING A 22а 
OVER THE PACIFIC, TRYING TO WIN 
4 WORLD WAR. 


GET samo THE CONTROLS OF ONE OF SEVEN WWII AIRCRAFT, THEN FLY A CAMPAIGN IN THE PACIFIC, WHERE 
YOUR MISSIONS ARE BASED ON YOUR PERFORMANCE. YOU'LL FEEL LIKE YOU'RE RIGHT IN THE ACTION WITH 
EXQUISITELY DETAILED AIRCRAFT RIGHT DOWN TO THE COCKPIT. 

SPECTACULAR DAMAGE EFFECTS AND REALISTIC WEATHER OPTIONS ADD TO 
THE REALISM, AND CARRIER LAUNCHES AND LANDINGS ADD TO THE CHALLENGE, 

WITH IMPROVED 3-0 SCENERY AND 4.1, IT'S AN AERIAL COMBAT EXPERIENCE LIKE 

YOU'VE NEVER HAD BEFORE. $0 GET UP THERE AND HOLD ON. 


©2000 Microsoft Corporation. All rights reserved. Microsoft is a registered trademark of Microsoft Corporation in the U.S, and/or Animated Violence 
other countries. The names of actual companies and products mentioned herein may be trademarks of their respective owners. 
Actual game footage. 
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ing system far, far away, Roger 

Keating and lan Trout wrote 
the first popular space strategy 
game, Reach for the Stars. This 
game, published by their compa- 
ny SSG, spawned a new genre 
called 4X games—"Exploration, 
Expansion, Exploitation and 
Extermination”—and one which 
has become beloved to many 
strategy players. Countless subse- 
quent games have elaborated on 
this theme; some successfully, oth- 
ers abject failures. 

Long, long ago, for an operat- 
ing system far, far away, Roger 
Keating and lan Trout wrote the 
first popular space strategy game, 
Reach for the Stars. This game, 
published by their company SSG, 
spawned a new genre called 4X 
games— "Exploration, Expansion, 
Exploitation and Extermination"— 
and one which has become 
beloved to many strategy players. 
Countless subsequent games have 
elaborated on this theme; some 
successfully, others abject failures. 


long ago, for an operat- 


GENRE: turn-based strategy 
PUBLISHER ssi 


REQUIREMENTS: pentium, 
64MB RAM 


MULTIPLAYER 2-6 players; 


Internet, LAN, same machine 


RATING 


| THE GOODS 


$р: 100 


Now, after many years, SSG 
has refurbished the original. The 
key to the new version is its 
fidelity to the old. The question, 
therefore, is whether today's 
gamers will be satisfied with an 
upgrade of the old theme with- 
out all that many variations. 


No frills, occasional thrills 
Reach for the Stars' representation 
of space is pretty much the same 
as the original game. The main 
screen is a 2D map with multi-col- 
ored stars and a grid overlay illus- 
trating the limits of movement. 
The lack of even a pseudo-3D map 
with tilt and rotate functions cre- 
ates a "flat-Earther" feel for move- 
ment, even with a map wrap- 
around. Small scout ships zip from 
system to system in straight lines, 
looking for planets habitable to 
your species. Each planet has limi- 
tations on colonization; in particu- 
lar, the level of population and 
development possible. Regardless 
of limitations, happy colonists 
exploit resources with a rapacity 
that would shame a lumber baron. 
The lower half of the game 
screen shows the most obvious 
improvements over the original’s 
display. SSG has not forgotten the 
gaming paradigm of showing all 
the necessary information in one 
place. All planets and their 
attributes are clearly shown and 
the interface is a key common to 
all screens. Depending on the 
context, wings pop out from the 


UPSIDE 


Clean interface, focused very much on 
the topic, great replay value 


Build Limit d 
Population: 
Бор 


Reach for the Stars 


SSG goes back to the basics with lesser results 


key with more detailed informa- 
tion. This system allows for quick 
access to players' expanding 
empires. If you expect fancy 
movement graphics and planet 
surfaces, however, disappoint- 
ment awaits. This turn-based sys- 
tem doesn't show vessels on the 
map, just player icons, and a 
thudding click is substituted for 
zooms and rocket trails 

Planetary production, ship con- 
struction, and tech tree screens are 
crucial to any 4X game. Here 
again, SSG takes a minimalist 
approach. These screens have con- 
centric arcs or tracks, rather like 
the UN General Assembly Hall. 
Possible production and research 
goals are arranged outward and 
you click and drag them to the 
outer track. The ever-popular ship 
design feature works in about the 
same way, with spaces represent- 
ing equipment and weapon 
mounts. These arrangements 
reflect the game's philosophy— 
keep the mechanics and scale sim- 
ple to allow concentration on 
moving and fighting. 

To this end, the designers have 
developed customizable default 
tracks for production and technol- 
оду, cutting down on redundant 
clicks. You can create your own 
defaults and escape the tedium of 
creating a new track for each 
colony. Tedium can still appear, 
however, because new colonies 
neither automatically accept the 
default tracks. Nor do they appear 
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DOWNSIDE 


Pedestrian graphics, lack of innova- 
tion in game play 


[left] The star map shows not only 
the universe but also the attributes 
of selected solar systems. The wing 
on the right gives fleet data. 


[above] Production of planetary 
facility is done by clicking the out- 
lined facilities and adding them to 
the track on the left. The “key” in 
the lower right cornier is common 
to almost all screens. 


first in the colony cycle, forcing 
you to click through each colony 
looking for an empty track. The 
shortcut to non-producing planets 
is in an obscure corner of the ship 
production screen. 


Preparing for the clash 
Whether playing a campaign 
game, starting one of the 22 sce- 
narios or competing on-line, you 
spend the first part of the game 
juggling resource points between 
planetary improvements and 
shipbuilding. You are freed from 
keeping your populace happy, so 
the key is timing the growth of 
industrial, scientific, and defense 
capacity so your battle fleet will 
be ready when needed. Sliding 
the percentage of resource points 
between improvements and ships 
is a quick fix, but is no substitute 
for arranging industry, ship- 
yards, and RED facilities in the 
right order. Players who have all 
four levels of industry will still 
look silly when they only have 
Level 1 ship yards cranking out 
Level 2 vessels. By the same 
token, all the production capaci- 
ty in the universe won't help if 
your technology doesn’t provide 
the right ship components. 

This balancing act forces you to 
construct large numbers of light- 
ly-armed vessels early while 
devoting most of your resources to 
kick-starting industry and science. 
These fleets find new systems and 
provide cover from opponents 


т 


Some alien ships show up at the wrong place with the human fleet. 
Formation and range options are at the bottom center. 


who hopefully are as weak as you 
are. Slowly and surely, the fruits of | 
the tech tree will provide the mak- 
ings for respectable ships. If 
industry has developed enough, 
respectable battle fleets can be р 
built around large fighting ships 
accompanied by swarms of i 
lighter, expendable craft. 

Performing these feats requires i 
you to produce some ships each ! 
turn, monitor the tech tree often, | 
adjust the planetary production | 
queue as needed, and choose f 
which systems are worth the | 


resources to colonize. 

An expanding empire increases 
navigable territory but also 
spreads defenses thin. Your early 
strategic decisions affect your 
tactical as well as strategic 
options for the rest of the game. 
And woe betide the player who 
has not achieved a balance in 
production that complements the 
battles he'll fight. Fortunately, 
the interface and straightforward 
thrust of Reach for the Stars 
reduce the micromanagement to 
comfortable levels. 


Contact! 
When the inevitable first meeting 
with one of the fifteen other 
Species occurs, you'll find yourself 
on the ominous combat screen, 
two ships or fleets glaring at each 
other. However, blood—or whatev- 
er—is not necessarily shed. If both 
sides choose to retreat before the 
first round, diplomatic channels 
can be used. At this point, you 
should reach for the nice manual 
and check out whether your new 
acquaintance is peaceful. An ini- 
tial retreat may be a good play f 
even if the other guy is not nice. 


Combat, desired or not, will 
occur and is unique among 
today’s space games. You do not 
direct the fight. Instead, you 
choose one of four formations and 
one of three ranges. Obviously, 
this decision is based on the size of 
your fleet and the weapons mix of 
the vessels. For instance, a missile- 
heavy fleet staying at long range 
will clobber a fleet with a prepon- 
derance of short-range beam 
weapons. A matrix report shows 
players their relative strengths at 
different ranges and formations 
against enemy formations. The 
computer then handles combat, 
comparing first shot, relative 
movement, and effectiveness of 
defensive weapons and hits. If no 
fleet is destroyed or retreats, 
another round begins. Due to the 
mediocre graphics and lack of 
participation, combat can be a 
bore for human players. You are 


¦ well advised to use the two short 


combat options. 

Diplomacy falls under the 
rubric of crude-but-effective. All 
relations begin with war, strange 
for advanced civilizations. 
However, with territorial, techno- 
logical or resource bribes, you 
can advance through neutrality 
and alliance. Trade and naviga- 
tional rights come with peace, 
with variation between species.. 
Embargoes on trade and naviga- 
tion serve as a non-hostile warn- 
ing, but can make your partners 
edgy. Backstabbing is impossi- 
ble, however, since war can only 
be declared from the neutral 
state, not allied. Once again, the 
designers have chosen a simpler 
model over more levels of threats 
and schmoozing. 


Strength through diversity 
Unfortunately, Reach for the Stars’ 
game play alone grows old quick- 
ly. In keeping things focused, SSG 
has eschewed features that would 
not have hurt the design. These 
features include terraforming, bet- 
ter diplomacy, and target selec- 
tion in combat. 

What saves the game from 
being humdrum is its variety—it 
offers several different ways to 
play. Twenty-two scenarios throw 
you into many different, ugly situ- 
ations, and the Al is competent 
enough to give you a run for your 
money in all of them. Each sce- 
nario generates a different star 
map every time it is started. The 
random game generator has over 
ten variables, including game 
length, map size, starting levels, 
and opponent selection to create 
many new and interesting situa- 
tions. Indeed, the sixteen different 
species all have specific baggage, 
which allows for fascinating 
match-ups. The campaign game, 
actually a tutorial, has ten linked 
scenarios. A scenario editor pro- 
vides the opportunity to create not 
merely new scenarios and cam- 
paigns, but also entire new 
species, complete with new attrib- 
utes and tech trees. Finally, 
humans can butt heads on 
Mplayer or the Internet. 

$SG’s decision to maintain the 
original game’s focus and rhythm 
is understandable, and good for 
the most part. This iteration of 
Reach for the Stars keeps the 
addictive flavor of the first while 
improving the interface immense- 


Designing and modifying ships is not only crucial but fun. 


i ly. Other recent 4X games should 

; have opted for something as clean 

|. instead of giving us levels and 

| levels of menus. 

| At the same time, however, 

| some changes іп game play would 

| have helped. Play remains а 

| straight line, with players untrou- 

| bled by random events or technol- 
ogy that could expand their habi- 
tation ranges. Given a bad posi- 
tion on the map, you can click 
through several boring turns until 

| the next navigational improve- 

| ment. Micromanagement could be 

| reduced even more by reports of 

| technological advancements as 

| they occur. Diplomacy could easily 

| have more depth, while combat 


¦ could have been slightly more 
participatory. In steering clear of 
the mistakes others have made in 
losing focus through irrelevant 

| features, the SSG designers have 
lost the sense of innovation that 

: pulls players into the game's 
rhythm. This loss makes this ver- 

! Sion of Reach for the Stars, while 

! still a good game, less than its 

| progenitor. —/im Cobb 


The tech tree is more of a tech circle 
and operates much like production. 
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Horrendously long dialogue inter- 
ludes, campaign is a bit on the short 
side 


Simple goals you know and love, 
decent graphics, alternate endings, ! 
i 
i 


honest laughs 
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[left] Snake enjoys his new Nikon. 
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[above] Final ingredient for supersol- 
dier: Virtual Reality popsicle mys- 
tery (kids, get Mom's permission 
before simulating). 


Metal Gear Solid 


Tactical nuclear espionage with heart missiles (the only thing that can ; haystacks of pathos come imbed- 

make a dent in the monstrosity ! ded with а few hilarious needles, 

that is Metal Gear) can only be ; the overall effect is rather like a 
damnedest thing. The PC 


fired in a zoomed-in mode that 1 big skein of yam through which 


etal Gear Solid is the includes chaff-grenading security 


cameras and silently strangling 


M port of Konami's popular 


PlayStation title and its add-on 
miraculously threads the finest of 
lines between giggle inducing 
and infuriating for impossible 
lengths. You play the tough-but- 
tender super-soldier Solid Snake, 
hero of two previous adventures— 
Metal Gear (released way back in 
1987) and Metal Gear 2: Solid 
Snake (1990). 

The game's manual states that 
this series "continues to be widely 
discussed as a visionary master- 
piece." Be that as it may, the game 
is in fact a pretty straightforward 
overhead third-person shooter 
that only feels comfortable when 
played with a gamepad. The cam- 
paign game spans one single 
complicated mission as you 
progress through a heavily guard- 
ed Alaskan nuclear installation, 
and while it's intense, it's also 
intensely short. 

Though combat is frequent, the 
game encourages stealthy 
progress whenever possible, which 


guards to death from behind and 
snatching their ammo. Any time 
Snake is spotted, alarms sound 
and he's chased by mobs until all 
are dead or he slips from their 
sight, which is usually as simple as 
climbing a ladder or crawling 
under a tank. Guard Al is generally 
moronic—even if they see you, 
they forget pretty quickly. It's the 
bosses that'll kill you. 

There are a total of six bosses, 
and several insist on rematches 
towards the end of the game. You 
also fight your arch-nemesis and 
evil twin Liquid Snake, whom you 
must defeat no fewer than three 
times (twice without an option to 
save). The bosses have some of the 
most pitch-perfect names to ever 
grace a roll call of evil—Revolver 
Ocelot, Psycho Mantis, and Vulcan 
Raven, to name just a few, and 
their unique abilities are varied 
and visually interesting. Most 
require special techniques to 
defeat, and sometimes a bit of 
creative thinking as well. 

Even with a gamepad, the 
interface is sometimes unwieldy. 


leaves you open to attack, and 
without tablets of the cardio-drug 
Diazepam your grip will shake 
when you try to draw a bead with 
the PSG-1 sniper rifle. Despite your 
impressive arsenal, you spend a 
lot of the game feeling as vulnera- 
ble as any of the characters that 
you are meant to protect. 

To say that this game has story 
to burn is an insult to fire. Cut 


| scenes in which characters explain, 


re-explain, and clarify a seeming- 
ly endless enfilade of genetic reve- 
lations, off-screen political dou- 
ble-crosses, their life stories and 
career choices break up the action 
frequently. Though lives are hang- 
ing in the balance and eighteen 
hours are ticking down toward the 
end of the world as we know it, 
every single member of the 
Foxhound cadre, not to mention 
every opponent Snake defeats, has 
something to unburden or an edu- 
cational film on DNA or anime's 
influence on robotics to narrate. 
Snake, who has the voice of Clint 
Eastwood but the soul of Rod 
McKuen, is the worst offender of 


you're being forced to chew, and 


1 even considering how exhaustively 


the mythos is presented, there are 
a surprising number of niggling 
questions that remain unanswered 
by game's end. 

Metal Gear Solid may have been 
the first game to blaze the 
"stealthy action" trail, but the 
irony is that more recent PC offer- 
ings (such as Thief) have since 
done it better, which leaves this 
port showing its age. It's also 
rather short, although it does 
come with a separate set of 
"Virtual Reality" missions. These 
include fairly rudimentary training 
exercises as well as sets of Puzzle 
and Mystery challenges that pro- 
vide a welcome breather from the 
rigors of the main event. It's a 
small add-on, but the final joke of 
“Mystery Level 10” is worth the 
price of admission. —Kelly Wand 
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& MINE б 

< ; tapping it doesn't always lock you to psychotherapy and Gulf War 
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5 REQUIREMENTS. Pentium ıı sometimes extremely difficult to ber of a secret government orga- 
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NHL 2001 


EA Sports finally delivers the hockey goods 


has been treading water for the 

past few years. Shoddy Al has 
simply ruined the series for many 
hardcore fans, even though the 
graphical presentation has always 
set the standard for PC sports 
games. Thankfully, and perhaps 
surprisingly, NHL 2001 shatters the 
shackles of mediocrity and stands 
atop the PC hockey hill as the 
undisputed king of the genre. 


] he NHL series from EA Sports 


Frozen meat and potatoes 
A completely redesigned artificial 
intelligence is the main reason it 
succeeds where previous editions 
failed. It's is not an easy game to 
conquer. Al defenders attack the 
puck, bump players off balance, 
and attempt to set up an offense 
when inside the attacking zone. 
When set on the higher levels of 
difficulty, the computer has the 
ability to compete against an 
experienced human player—some- 
thing that no previous NHL game 
has been able to accomplish. 

The game allows you to tweak 


| THE GOODS 
| E Е Sports 


EA Sports 


266, 32MB RAM 


Internet, 


nearly every aspect of the game- 
play—the vast array of Al sliders is 
a tremendous addition. You can 
customize game speed, computer 
aggressiveness, hitting power, 
fatigue, shot accuracy, pass accu- 
racy, pass speed, pass intercep- 
tions, puck friction, speed burst 
levels, shot blocking, and more. 
The effect that these sliders have 
on the gameplay is simply aston- 
ishing. Bump up aggressiveness 
and the computer defenders 
attack on sight. Bump up fatigue 
and you will be forced to make use 
of your third and fourth lines. 
Raise hitting power and Pavel Bure 
becomes a checking force. Raise 
pass interceptions and you need 
to be wary of each and every pass 
you attempt. In fact, even with the 
general Al improvements, it’s the 
Al sliders that truly make this 
game special. 

The “Golden Goal” problem 
from earlier versions is, for the 
most part, a thing of the past. 
Some scoring methods work more 
often than others, but after play- 
ing 40-some odd games there 
still does not seem to be a sure 
way in which to score (unlike NHL 
2000, which took about five 
games). You need to work for 
your goals, and that makes each 
game feels like a brand new 
experience—something extremely 
rare in a sports game. When 
playing on ten-minute periods, 
the stats are surprisingly accu- 
rate. Shot totals fall within the 


Great graphics, solid gameplay, lots of 
customization options 


|| 16 LU BOBBY HOLIK 


[left] Yellow! Yellow! Time to fly! 


Long range CPU goals, no player edi- 
tor, online portion doesn't seem to 
work at all 


| | UNDERGOING EXAMINATION BY TRAINING STAFF 
| 


[above] The super fast high banks of Bristol. Note the shadows and 


detailed texturing. 


realm of believability (usually 25- 
40 shots on goal per team). One 
statistic that is a bit out of whack 
is team "hits." Hard checking 
replaces solid defensive position- 
ing and this forces you to check a 
lot more than you should, result- 
ing in inflated hitting stats. In 
one league, when the season was 
over, the top ten hitters were all 
from Columbus. 

The momentum meter is anoth- 
er important addition. Momentum 
plays a crucial role in the game— 
so much so that it has the ability 
to completely alter the outcome. A 
team gains momentum by keep- 
ing pressure on the goalie, by 
winning a fight, delivering a nasty 
check, etc. (it would be nice if 
gaining a powerplay added to 
team momentum). When a team 
gains its maximum level of 
momentum it sends the opposing 
team on its heels, scrambling just 
to keep up. In fact, the impact 
that momentum carries may be a 
tad bit too influential because 
when a team gains maximum 
"Mo" they are nearly an unstop- 
pable force, and when the com- 
puter gains this advantage it is 
best to just ice the puck and wait 
out the storm. 


Whoa-—that looks 

like Modano! 

Visually, the game has no equal in 
the realm of PC sports. Not even 
the recently released Madden 2001 
looks as good, and that's saying a 


lot. It's true that the NHL series has 
yet to disappoint in this depart- 
ment, but this year the graphics 
have risen to new levels. Fluid ani- 
mation is everywhere; skaters lose 
their balance, goalies make glove 
saves and flop on the ice after a 
loose puck. Everything looks as 
smooth as silk. The players’ faces 
look exactly like their real life 
counterparts’. But the faces are 
not the eerie looking, expression- 
less faces that you see in most 
sports games. Instead they show 
emotion, you can even see the 
players jabbering at one another. 
The graphics are so good that you 
can spot players at a glance with- 
out having to look at their num- 
ber. Now that's impressive; espe- 
cially for a game where the players 
wear helmets. All of this beauty 
does come at a price, though. If 
you want to crank up the detail 
you had better bring a lot of hors- 
es to the party. If you have any- 
thing less than a Pentium II 500 
with substantial RAM and a quality 
video card, you will need to tum 
down the detail. 

The sound is fairly good, too. 
The game captures the atmosphere 
of being at a hockey game down 
to the letter. The play by play is 
better than last year in that the 
announcers have a lot of new 
material but they do get a tad 
repetitive after a while. That's not 
too surprising (hockey is a fast 
paced game), but Hughson likes 
to say the same thing about а 
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Six wide in Vegas? Normal mode provides some "interesting" racing action. 


player over and over again. Jim— 1 
we get it, man. Still, the audio is 1 
quite good at getting you into the | 
mood to play hockey; it's tough to 1 
ask for much more than that. 1 


Holes in the ice 

Even though the game is blast to 
play, it does come with some very | 
frustrating flaws that need to be — | 
addressed. The biggest bugaboo is 
the long range scoring done by 1 
the computer. The computer has! 
the tendency to score from no ! 
man's land whenever the mood i 
strikes. It doesn’t matter who | 
shoots or who is in goal—it's going | 
to happen. It would be one thing | 
for the occasional blast from the — | 
blue line to “twinkle the twine,” — | 
but it happens in bunches, and ! 
even from the red line or from the ; 
opposing blue line. That's just i 
nutty. It's especially annoying i 
when you are playing solid 1 
defense and the CPU scores on one | 
(or more) of these cheap goals. It — ; 
doesn't happen every game, but | 
when it does it has the potential to | 
ruin a hard-fought game. EA р 
Sports released an update that i 


Stock cars are pretty mean from a | 
low angle view. 


supposedly fixed this, but it still 
happens far too often. 

While the computer Al is more 
advanced this year, there are still 
some ways in which it could be 
improved. The computer con- 
trolled puck carriers rarely try to 
avoid a check. It's not an uncom- 
mon sight to see a center receive 
à pass at center ice and make a 
beeline down the middle. It's 
simply too easy to take a defend- 
er and crunch him into a pulp. 
The puck carrier doesn't always 
go down—but even the most 
nimble of players rarely try to 
avoid a hit. Speaking of hits, 
they are absolutely vicious in this 
game. A player can get hit so 
hard that he does a complete 
back flip. Not only that, weak 
players are too adept at knock- 
ing players on their tails. Even if 
you lower the hitting power slide 
bar, the hitting is too extreme. 
However, without a lot of hitting 
the poor defensive positioning 
becomes too apparent. So we'll 
take а more hit-happy game if it 
keeps things competitive. But 
hopefully this can be addressed 
next year. Face-offs are another 
issue in that there is never a 
scramble for the puck. It's way 
too easy to pass the puck directly 
off of a face-off. Sure, this hap- 
pens in hockey but not this 
much. It would be nice if on 
occasion the puck didn't go 
exactly where you wish when in 
the face-off circle. The game 
could also do with a player edi- 
tor. Also, the on-line portion of 
the game does not seem to work 
at all. 

The game crashed several times 
during play. On one sad occasion, 
the Blue Jackets were about to 
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Accept, 
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Daytona at night in the standard driver view. The shadows across the dash 
change based on sun position during the day. 


score a rare win when all of a sud- | 
den the serene picture of the ! 
Windows Desktop appeared. The — | 
crashes did not destroy any data, ] 
but whenever a game crashes р 
more than four times it's not a | 
good sign. Н 
The franchise mode that EA 1 
introduced last year is back 
again. It's really back again—it's | 
pretty much the exact same ! 
model. The ten-season limit ! 
remains intact and there is no ! 
salary structure. The draft is still | 
limited to two rounds and the І 
free agent signing method is the | 
same. It's also extremely tough to | 
sign a top name free agent even — | 
if you have a good team. It's okay | 
for the career mode to be a tad ! 
weak. If that's what it takes to get ' 
à good hockey game in stores, ! 
then so be it. Work on the fran- ! 
і 


chise mode for NHL 2002. 


This is made by EA Sports? 
NHL 2001 is arguably the best 
hockey game to ever grace a 
computer screen. It plays a com- 
petitive game, is loaded with 
options, and looks gorgeous. It's 
rare for sports giant EA Sports to 
keep the feature list for a title 
similar to the previous year, and 
its features, for the most part, are 
identical to those found in NHL 
2000. EA Sports demonstrates the 
exact same thing as 3DO did ear- 
lier this year with High Heat 
Baseball 2001 and what Sierra did 
with PGA Championship Golf 
2000, however. New features are 
nice, but without good gameplay 
it all matters not—and NHL 2001 
is all about the gameplay. 
—William Abner 


Vertex damage is another hidden option in the options.cfg file that slows 
load times to a crawl, making it pretty useless. 
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already know whether or not 
you want to play RealMYST. 

The original Myst is the best-sell- 
ing PC game of all time, and near- 
ly anyone who has any interest at 
all in computers has at least heard 
of it. It’s also one of the most con- 
troversial games in recent memo- 
ry—amongst hard-core gaming 
circles it's often accused of various 
atrocities such as ruining the 
adventure genre, forcing the 
entire industry to dumb down 
games in general, and perhaps 
even torturing innocent puppies. 
There is always a backlash when- 
ever any entertainment product— 
whether it's a movie, a book, or a 
game—garners an inordinately 
large share of success. It’s chic to 
hate anything embraced by the 
masses. Paradoxically, it makes us 
feel less like sheep, and more like 
independent thinkers, even 
though it’s no less reactionary 
than following a fad merely 
because everyone else is. 

In this case it’s a shame, 
because Myst was a genuinely 


C hances are good that you 


GENRE: Adventure 
PUBLISHER: mattel Interactive 


REQUIREMENTS. pentium i 
450, 64MB RAM, 16MB 3D accelerator 


MULTIPLAYER. None 
RATING 
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RealMYST 


The ultimate Myst clone 
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good game, and Rea/MYST does 
an amazing job at breathing new 
life into the aging title for one 
last, glorious hurrah. It's an 
exacting reproduction of all the 
original puzzles and environ- 
ments, with every detail exactly 
as you might remember it... in 
full 3D. Instead of skipping 
between static viewpoints, 
slideshow-style, you can move 
freely through shooter-like envi- 
ronments. Cyan claims that this is 
the sort of game that it always 
wanted Myst to be. It's a modest 
claim—what developer doesn't 
dream of making a game capable 
of immersing a player so deeply 
that it's almost like being there? 
The visuals are absolutely stun- 
ning. I fact, it's fair to say that 
the new engine makes the game 
look as impressive now as the 
original game looked way back in 
1993. The worst of RealMYST's tex- 
tures are every bit as detailed as 
the best textures in other 3D jug- 
gernauts such as Quake III Arena 
and Unreal Toumament. The best 
textures... well, those you will just 
have to see to believe. The envi- 
ronments sport an immense 
amount of visual detail—ocean 
waves that roll and lap against the 
shore (a complex and no doubt 
processor-intensive mix of poly- 
gon deformation and layered ani- 
mated textures), changing weath- 
er, complex objects and architec- 
ture, superb sound effects, and 
subtle location-based music. The 
result is more than a sum of its 


1 
i 
1 
i 
1 
j 
i 
П 
1 
1 
1 
i 
1 
1 
1 
1 
П 
i 
1 
П 
1 
П 
1 
1 
i 
П 
П 
1 
1 
1 
П 
1 
1 
П 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
П 
1 
1 
1 
1 
1 
П 
1 
i 
1 
1 
П 
1 
1 
П 
i 
1 
1 


The ultimate nostalgia trip, stunning 
visuals 


DOWNSIDE as 


Very steep system requirements, a 
somewhat short ride if you have 
already played the original 


[left] Channelwood features one of the most ingenious and plausible puzzles 
ever to grace an adventure game. 


[above] Note the ripples as the water laps around the stairs and dock debris. 


parts, however—the game 
absolutely drips with atmosphere. 
You will want a killer system to 
really enjoy it, however—as with 
the original game, the hardware 
requirements are quite steep. 

Even after seven years, the sto- 
ryline still feels original. You play 
the game from a first person per- 
spective; that is, you do not mere- 
ly look through the eyes of the 
protagonist—you are the protago- 
nist. A strange magical book 
transports you to a surreal and 
apparently deserted island, and 
you must piece together clues 
about the past in order to deter- 
mine exactly what is going on. The 
environments are the story in this 
game (a subtlety that may be lost 
on some players), and if you are 
observant you will be able to piece 
together much of the history of 
this strange land. It's a bit like 
Infocom's classic text adventure 
Planetfall in that regard (albeit 
much more visual). 

The game also features a new 
ending... kind of. A new Age that 
you can explore opens up after the 
point at which the original game 
ended. The new Age is definitely 
worth seeing, and features one of 
the cleverest puzzles in the game. 
It does make the game’s ending 
more rewarding, but it also robs it 
of a strong sense of closure. 

Critics have derided Myst for 
inspiring an entire genre of games 
based entirely on inane and arbi- 
trary puzzles, but the puzzles in 
Myst (and in RealMYST) are actu- 


|_ally very logical, and a fair num- 

| ber of them are quite clever. Most 
involve figuring out how to oper- 
ate a piece of machinery, which in 
tum involves figuring out what the 
machine's original owners used it 
for. There are always hints on both 
counts, if you take the time to look 
for them. Important items are 
never impossibly small, either— 
you will never have to hunt pixels 
in RealMYST. Instead, the game 
hides things in plaim sight, and 
uses visual trickery to direct your 
attention elsewhere. You may slap 
your forehead when you eventual- 
ly see what you missed, but you 
will never feel cheated. 

If you have played Myst, it 
probably will not take you very 
long to finish this game, but it’s 
worth playing anyway. RealMYST 
is the ultimate nostalgia trip—a 
classic game that plays just as you 
remember it, untouched by the 
hand of time. If only all the old 
favorites aged so well... 
—Benjamin E. Sones 
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Tycoon is the little game that 
came and conquered the 
world. Both the original game and 

its expansion Corkscrew Follies 
have dominated the upper rungs 
of the Top 10 sales lists throughout 
the world for nearly two years. The 
game's basic premise—run an 
amusement park, build rides, 
design coasters and clean up 
pools of vomit—obviously strikes a 
chord with gamers. There are mil- 
lions of fans falling over them- 
selves coming up with up superla- 
tives to describe the game, so any 
expansion is a major event. 

As with Corkscrew Follies, 
Loopy Landscape adds more sce- 
narios, some real-world parks to 
play with, new landscapes (ice, 
swamp, etc.), more rides, new 
themes and even more options 
to tweak the look and feel of 


7 Sawyer's RollerCoaster 


GENRE impossibly Fun Strategy 
PUBLISHER Hasbro interactive 
REQUIREMENTS 


RollerCoaster Tycoon 
MULTIPLAYER None 
RATING 


your park, including Entrance 
and Exit themes, signage that 
can identify and block off parts 
of your park, new footpaths and 
support styles. In other words, 
it’s plenty of new stuff for seri- 
ous fans of the game. There’s 
even the (welcome) option to 
link pricing for the same type of 
ride or concession stand; instead 
of changing the price for each 
individual toilet, you can do it 


| once and be done with it. What? 


You don't charge for your toi- 
lets? Hey, most of the new sce- 
narios don't allow you to charge 
at the gate, so visitors can pay 
to use the bathroom. 

Owners of Corkscrew Follies ave 
in for something of a surprise, 
because Loopy Landscapes 
includes that first expansion (the 
advertised 30 scenarios also 
include those from the first expan- 
sion.) A $10 rebate is available at 
the game's website, but it requires 
you send in both the original CD 
and the UPC code from the box, or 
the back page of the manual, plus 
a store receipt. 

Though the game still requires 
you to unlock scenarios by com- 
pleting earlier ones (one of those 
game contrivances that needs to 
die a quick and painful death), 
the new scenarios are more inter- 


UPSIDE м DOWNSIDE Ш ШИ 


It pretty much rules the known uni- 
verse, plenty of new stuff, scenarios 
are tougher and more interesting, 
sandbox mode (sorta) 


RollerCoaster Tycoon: 
Loopy Landscapes 


The most impossibly entertaining game in existence expands some more 


esting than those in the original 


| and the first expansion. While 


| many are of the usual "get 1200 
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people in your park by year 
three,” others require you to 
complete partially built coasters 
and make sure they have high 
excitement ratings, which forces 
you not only to deal with even 
more geographical problems than 
normal but really think out your 
designs and give them maximum 
kick (something which will bene- 
fit you a lot in other scenarios). 

In a clever bit of wordplay, 
Sawyer has also included a pseu- 
do free-form sandbox mode 
called "Arid Heights" (get it, 
sand... arid...), where building is 
free. Unfortunately, you still need 
to keep population and quality 
limits, and you can't build while 
paused. While it's a step in the 
right direction, allowing you to 
take little flights of fancy with 
your coaster and theme designs, 
the game could still use a dedi- 
cated coaster building mode, one 
devoid of time constraints, just 
for saving designs to utilize in 
other scenarios. 

While the next scenarios are 
considerably more difficult than 
those from the original game it 
remains relatively easy, both to 
play and to win. Making money 


You still need to unlock scenarios, 
strange pricing, sandbox mode 
(sorta), makes all other games look 
stodgy and depressing 


[left] A scene from hideously ugly 
"Neon World" park of the author's 
own design. Be afraid... be very 
afraid. 

[above] The "Barf A Lot" ride is suit- 
ably exciting. 


usually isn't a problem, and 
while the interface for building 
coasters occasionally gets a bit 
unwieldy Cespecially if you head 
underground), it remains а pow- 
erfully entertaining tool. 

While expansions are always of 
marginal value to all but the most 
hardcore fans, there's little doubt 
that the improvements reinforce 
the game's status as perhaps the 
best-ever distillation of pure 
enjoyment ever seen on the PC. 
Much of it comes from the stag- 
gering amount of visual detail lav- 
ished on the game, something 
both expansions really expand on. 
It's one of the many things that 
make you want to play the game 
over and over again. While wait- 
ing to earn some cash, amuse 
yourself by simply watching your 
little park visitors make their way 
around. The amount of personality 
the game generates from its 20- 
pixel tall characters boggles the 
mind; watch them play golf, ride 
jet skis (one of the new rides), 
jump up and down for joy after 
exiting a particularly exciting ride 
or hold their stomachs after a par- 
ticularly intense one. How can you 
not love a game where people clap 
for you when you successfully 
complete a scenario? Brilliant. 
—Steve Bauman 
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lair Witch Volume 1: Rustin ! 
B Parris the first in a trilogy of | 

games based on the The Blair | 
Witch Project mythology. The | 
game takes place їп Burkittsville— 
a small town with a long history of 
unexplained events and mysteri- 
ous tragedies. Most recently, а 1 
local hermit named Rustin Parr has 
killed and mutilated seven chil- 
dren in an act of violence that he 
attributes to the Blair Witch. 
Having completed their work in 
Nocturne, Ellspeth "Doc” Holiday 
and The Stranger return to investi- 
gate the circumstances surround- 
ing Parr's crime. 

Playing from a third-person 
perspective, you control the char- 
acter of Doc, a well-spoken and 
resourceful scientist who doesn't 
need to show cleavage in order to 
confront the paranormal. In а i 
departure from Nocturne, Doc is 1 
on her own for this case and The 
Stranger makes only a few 
appearances. Starting with what 
was only hinted at during the film, 
Blair Witch 1 fills in the local histo- 
ту to create a complex tale of the 
supernatural. Although the movie 


Long before there were X-Files, Doc 
and The Stranger were on the case. 


| THE GOODS о o 
GENRE: Action/Adventure | 
PUBLISHER c.o.p 1 


REQUIREMENTS pentium 
233, 64MB RAM 


MULTIPLAYER None 
RATING 


Blair Witch Volume 
1: Rustin Parr 


Take a hike on the wild side with Terminal 
Reality’s romp through the woods 


is not a prerequisite for the game, 
if you have seen it you might rec- 


1 ognize some clever tie-ins. 


You explore the town of 
Burkittsville and travel to locations 
in the Black Hills Forest. Pack your 
hiking boots, because you are 
going to do а lot of repetitive 
trekking through the woods via a 
twisting set of paths made even 
more confusing by changing cam- 
era angles. Although you carry a 
map and compass, they are not 
always effective and you are likely 
to end up as lost as a blind mouse 
in a maze with no cheese. 

Terminal Reality has used an 
enhanced version of their 
Nocturne game engine to create a 
stark atmosphere that reflects the 
dark game themes. Color (or lack 
thereof), lighting, and shadowing 
are effectively combined to render 
a realistic 3D game environment 


| that reeks of menace. The town 


itself has an authentic 1940's feel, 
from the gas pumps outside the 
general store to the jukebox in the 
local diner. The human characters 
are equally detailed, with extra 
attention paid to facial expres- 
sions. In contrast, they seem to 
have invested less time in creating 
the denizens of the forest that 
appear on the path (each deter- 
mined to kill you each time you 
enter their territory). 

An exceptional sound track 
reinforces the spooky visuals. In 
addition to booming thunder, 
rustling bushes, and the pounding 
of your own heart, the voice acting 
is superb. Without exception, the 
voice assigned to each character is 
authentic and the dialog is flaw- 
lessly delivered. This, coupled with 
a frightening array of ambient 
sounds, forms an audio experience 
that will keep you on the edge of 
your seat (and often jumping right 
off of it). 

So, with beautiful graphics, 
exquisite sound, and a solid foun- 
dation of creepy legends, why 
isn’t this a must-have game? Ina 
word: gameplay. It tries to bal- 
ance between action and adven- 
ture and falls short in both cate- 


Sustained atmosphere of horror will 
keep you on the edge of your seat 


Burkittsville, as it looked in 1941. 


| gories. If you are a point-and- 
| click adventurer, the precision 
1 action sequences and the limited 
| supply of ammunition and healing 
! kits are apt to drive you to distrac- 
| tion. If you are true action fan, 
| chatting with local residents and 
| running a gauntlet of plodding 
zombies may not give you the 
adrenaline rush you crave. These 
issues are alleviated to some 
; extent by a quick-save feature, 
alternate game control modes, 
difficulty settings for puzzles and 
combat, and Doc’s tendency to 
avoid unproductive exploration. 
Genre preferences aside, how- 
ever, you are apt to find yourself 
at several premature “End of 
Game” screens. Sometimes you 
need only to run faster or shoot 
straighter. In other cases, you 
must discover and execute a pre- 
cise set of actions in order to con- 


UPJIVE ‚>л 


As in the movie, wandering through 
the woods can get to be a real chore 


tinue the story. For all but the truly 
gifted, this means that you will be 
playing the same game segment 
over and over (and over). Throw in 
the fact that saved games load 
very slowly on a mid-range PC, 
and even the most patient gamer 
may get restless. 

Despite its flaws, Blair Witch 1 
does an admirable job of sus- 
taining an atmosphere of sus- 
pense and horror from start to 
finish, and for some people that 


! may be worth the price of 


admission. It is reasonably 
priced, not terribly difficult, and 
a recommendable title for Blair 
Witch enthusiasts. For anyone 
else inclined to wander in the 
woods, the sights and sounds 
alone are worth the experience. 
Just sit back, turn out the lights, 
and try not to track blood on the 
carpet. —Cindy Kyser Morgan 


Those who saw the movie will have some strong déja vu experiences. 
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Cleopatra 


It's good to be the queen 


istory buffs are a cantanker- 
H ous lot. Much like the infa- 

mous wargaming grognard, 
they demand nit-picking realism 
from their titles. Pharaoh, Sierra's 
otherwise excellent city builder 
release, suffered from a few glar- 
ing historical inaccuracies that his- 
tory buffs were quick to criticize. If 
you possess even а cursory 
acquaintance with Egyptian histo- 
ry, then you probably know that 
pyramids weren't constructed 
during the apotheosis of Egypt's 
power, the New Kingdom, yet in 
Pharaoh you built these anachro- 
nisms throughout the game. 
Where were the rock tombs of the 
Valley of the Kings? The Temple of 
Abu Simbel? The glories of 
Alexandria? In the expansion 
pack, that's where! 

Cleopatra's fifteen challenging 
new scenarios are organized into 
four campaigns that span the 
centuries from the New Kingdom 
to the end of Ptolemaic rule. The 
first campaign, the Valley of the 
Kings, takes place exclusively in 
the region west of Thebes where 
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GENRE: strategy 
PUBLISHER sierra 


REQUIREMENTS: pentium 
133, 32 MB RAM, Pharaoh 


MULTIPLAYER: None 
RATING 
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the world's most famous burial 
chambers were constructed. By 
introducing new industries (paint 
and lamp production) and timed 
missions (Tutankhamen's prema- 
ture death forces you to scramble 
to complete his tomb before time 
runs out), the first campaign 
compensates for its somewhat 
repetitive nature. 

The second campaign focuses 
on the exploits of Ramses Il, and 
it's a delight. Ramses earned the 
sobriquet "the Great" both for 
his military campaigns and his 
prodigious construction projects. 
The Ramses campaign hits the 
high points of each, sending you 
from the battlefields of Kadesh 
to the cliffs of Abu Simbel and 
the tombs of the Valley. The 
variety of the scenarios and the 
beauty of the monuments you 
construct makes for an excellent 
gaming experience. 

The Ancient Conquerors cam- 
paign is the weakest of the bunch. 
Just three scenarios in length, this 
campaign focuses on the depress- 
ing period between the end of the 
New Kingdom and the arrival of 
Alexander the Great, a period that 
saw the repeated invasion of Egypt 
by foreign powers. The strictly 
military nature of these scenarios 
(you'll build no enduring monu- 
ments here) is disappointing. The 
great strength of Pharaoh lies not 
in the way it handles combat 
(badly), but in the construction of 
prosperous cities and magnificent 
structures. Doing neither is a 
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Gorgeous new monuments, additional 
industries, some really fun and chal- 
lenging scenarios 
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DOWNSIDE 


One dull campaign, a few missing 
features 


[left] Lions and hippos and giraffes, oh my! 


[above] The newly completed Great Library of Alexandria gleams in 


the sun. 


recipe for disaster. 

The superb Alexandria cam- 
paign more than makes up for the 
failings of the Ancient Conquerors, 
however. Like the Ramses cam- 
paign, the Alexandria campaign 
offers a great blend of action and 
construction. Over the course of 
five fun scenarios, you'll design 
the largest, richest, and most 
beautiful city in ancient Egypt, 
establish a web work of trade over 
the entire eastern Mediterranean, 
and defend your wealth against all 
comers. Best of all, the monuments 
you construct in early scenarios 
carry over to later ones, so by the 
end of the campaign your city is a 
delight to behold (this "monument 
carryover" feature also applies to 
the Valley scenarios, but it's not as 
interesting there). 

Cleopatra offers more than 
just new scenarios and monu- 
ments, of course. Random bibli- 
cal-style disasters occasionally 
inflict themselves upon your 
undeserving cities, and a failure 
to please the gods means more 
frequent plagues. New beautifi- 
cation options add some pep to 
stale city designs, while zoos 
filled with exotic beasts now 
entertain the populace. Better 
still, the ability to tum off some 
of the often-annoying pop-up 
messages has been added, and 
those who found Pharaoh's pyra- 
mid construction a bit too slow 
will rejoice to learn that divine 
blessings can now be used to 
speed construction of these mas- 
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Four colossi of Ramses II are begin- 
ning to emerge from the cliff face. 


sive piles of stone. 

There are still a few things 
missing from Cleopatra. The 
great temple to Amon at Karnak 
(which was supposed to be part 
of the expansion) wound up on 
the cutting room floor some- 
where. No scenarios about the 
fascinating, enigmatic monothe- 
ist Akhenaten and his new capi- 
tal city, Akhetaten, made it into 
the game either—a puzzling 
omission, given that this period 
involved the construction of a 
brand-new seat of power and 
thus would make the ideal set- 
ting for a city-builder game. 

In short, though it’s a bit 
uneven, Cleopatra is a worthwhile 
add-on to a great game. Most of 
the new scenarios are both chal- 
lenging and interesting, the addi- 
tional monuments are all superb, 
and the new features are welcome 
additions. There's room for more, 
though. Pharaoh 2, anyone? 
—Dave Markell 
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UPSIDE 


Adds some of the best parts of your 
favorite strategy games into a good- 
looking package 


DOWNSIDE 


It will not become your favorite strat- 
egy game despite having all the right 
parts 


г 35: 
[left] The happy results of a short battle. 


Earth 21 


The Sum of the parts... 


[above] Just plop that solar collector down over there. 


our years ago, developer ! 
pos and publisher i 
Interplay brought Earth 2140 | 

to the burgeoning “Clone and { 
Conquer" parade. Featuring i 
conflict between the United 1 
Civilized States (UCS) and the | 
Eurasian Dynasty (ED), the game ! 
was seemingly designed for i 
Command & Conquer vets to | 
jump right in with only a slight | 
learning curve. While it had i 
excellent graphics for its day, its | 
gameplay was a mixed bag and | 
the title was lost among the 1 
endless onslaught of like-mind- | 
ed games. Now, TopWare is try- ! 
ing it again. ! 
Set ten years after the first ' 
title, Earth 2150 adds another | 
faction to the mix, the Lunar i 
Corporation (LC). m game lore, | 
the LC got its start in the mid- i 
2191 century, but was all but for- ! 
gotten in the previous wars i 
between the decadent UCSand — | 
the despotic ED. After a series of | 
brutal attacks in the polar ! 


THE GOOD 


GENRE: Real-time Strategy 
PUBLISHER ssi 


REQUIREMENTS pentium | 
233, 32MB RAM i 


MULTIPLAYER 2-15 players; 


Internet, LAN, modem 


RATING 


regions, the Earth’s orbit has 
been knocked askew, and the LC 
folks point out that the Earth and 
moon are rapidly heading 
toward a rendezvous with the 
Sun. All three factions come to 
the same conclusion: either they 
can develop sunscreen with a 
three-bazillion SPF, or they can 
get out and set up civilization 
elsewhere. As one of the three 
factions, you must gather 
enough resources to preserve 
your people and their way of 
life. There are only so many 
resources, however, and your 
vision of the future does not 
include competing factions. Of 
course, this means the dirty 
business of war must continue. 
Earth 2150 sports all the options 
one could ask for in a real-time 
strategy game. There is the cam- 
paign, which can be played from 
any of the three factions (a la 
StarCraft). Unit components are 


| separately researched, and you 


can mix and match chassis, 
shields, and weaponry to suit your 
current needs (a la Total 
Annihilation). The tried-and-true 
strategy of building hordes of 
units and rushing the enemy is 
quite effective in Earth 2150 (a la 
virtually every other game on the 
market). Does this mean Earth 2150 
is derivative? Of course it does! But 
it does look nice. 

well, sort of. At least, it looks 
nice when you can see it. While 


it's traditional to suspend disbe- 
lief when space/time comes in 
conflict with science fiction, there 
are limits when frustration starts 
to set in. In Earth 2750, we are 
expected to believe cities can be 
constructed in hours, new tech- 
nology researched in minutes, 
and the playing field traversed 
by aerial units in seconds. Then 
night comes. And we are now 
expected to believe that radar 
and infrared technology has been 
forgotten in the next 150 years, 
allowing legions of units to sneak 
ир unseen on unsuspecting cities 
under the cover of darkness (of 
course, you can tum the lights 
out and make your buildings 
more difficult to see). Why is this 
so annoying? After sundown, it is 
so difficult to see anything that 
your eyes will hurt. Add to this 
the fog effects of twilight, not to 
| mention rain or snow, and most 

Н of the game will be spent playing 
| in visual conditions so poor you 

| can't help but notice the terrific 

¦! 3D terrain and detailed unit and 

| building textures during 

] moments of clarity. 

р In addition to the campaigns, 

| Earth 2150 includes twenty-five 

| skirmish maps where single bat- 

! tles can be played. Map size 

| varies, as does the number of 

| players that can be accommodat- 
! ed. Anywhere from two to fifteen 
| human or computer opponents 

! can be selected, depending on 

i 


the chosen battle. A terrific editor 
allows players to create their own 
3D battle maps. Terrain is as var- 
ied as snow-covered mountains 

to fields of molten lava. Units can 
traverse land, sea, and air, and 

even go underground. This visual 
variety is where the game shines. 

While Earth 2150 clearly takes 
its inspiration from the best of 
the breed, it fails to establish 
any identity that is clearly its 
own. Although units and struc- 
tures may differ in name and 
look between the races, their 
purposes are largely equivalent. 
Unit construction does not have 
the range of options present in 
Total Annihilation, with a few 
chassis and weapon types avail- 
able for each class of unit. In 
some cases, the tech tree is a lit- 
tle out of whack. Developing 
technologies evenly resulted in 
level 2 bombers being discov- 
ered before the first bomb arma- 
ment was available. Oops. 
Finally, pathfinding is a little 
suspect over long distances, with 
units frequently being blocked 
by impassible terrain that could 
be easily bypassed. 

All in all, Earth 2150 is nothing 
new, but worthwhile for hardened 
fans of the genre. Perhaps 
TopWare can take a break from 
playing other company's games 
before developing Earth 2160, and 
introduce some original ideas of 
their own. —Jeff Vitous 
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NASCAR 


Lukewarm racing fun 


hen Papyrus released the 1 
W original NASCAR Racing a ! 

number of years ago, we got | 
our first taste of simulated stock ! 
cars. Racing simulations have Н 
come a long way since and ехрес- | 
tations are high for NASCAR Heat | 
with its former Papyrus employee — ; 
pedigree. Monster Games has cre- ! 
ated the prettiest NASCAR game to | 
date along with one of the best ! 
driving models the racing genre | 
has seen. Unfortunately, the дате | 
is a bit undercooked and dumbed | 
down in order to appease the ! 
casual NASCAR fan. NASCAR Heats | 
glaring shortcomings rip the ! 
believability out of the game after | 
its graphics and driving suck you | 
right in. | 


Jump in the kitchen 

The game offers both simulation 
and arcade-style racing. Normal 
(default) difficulty gives you 
sticky-handling cars that rarely 
spin. This allows first time players 
to get a quick out-of-the-box 
thrill. In fact, one claim made by 


GENRE: racing | 
PUBLISHER Hasbro mteractive | 
REQUIREMENTS pentium | 


233, 32MB RAM 


MULTIPLAYER: internet or 
LAN for up to 16 players 


RATING 


Heat 


the game is that “every race is fun 
whether you're a first time rookie 
or seasoned pro!” and the game 
delivers immediately. Open the 
box, use the excellent and simple 
interface to jump into a race and 
you'll rub doors with the likes of 
Gordon, Eamhardt, Stewart, 
Jarrett, and Labonte (27 real dri- 
vers in all but Bill Elliott fans need 
not apply since he's nowhere to be 
found). The handling is incredible, 
as it seems your car is on a rail in 
every turn. In Normal mode, dam- 
age modeling is non-existent and 
crashing other cars rarely causes 
yellow flags. Lying on your roof? 
Just hit a key to be put right back 
in the action. The normal mode is 
great to give you a taste of 
Winston Cup, but the game has a 
lot more to offer than just a quick 
tour of your favorite tracks. 

The Beat the Heat challenge is 
one of the game's best innova- 
tions. This mode features simple 
and complex challenges; some 
based on real historical NASCAR 
events. Depending on your perfor- 
mance, you'll receive a gold, sil- 
ver, от bronze trophy. The entire 
Beat the Heat portion of the game 
is played in Normal mode with no 
option for realistic handling, 
which sim fans may despise. You 
can utilize this shortcoming to ram 
the Al or use them as a moving 
wall in order to succeed. Set up 
videos by TV commentator Allen 
Bestwick with his trademark five 
o'clock shadow are professionally 


' 
1 
1 
1 
П 
1 
1 
1 
П 
1 
1 
1 
1 
1 
П 
1 
П 
1 
1 
П 
1 
1 
1 
1 
П 
П 
1 
1 
П 
1 
1 
П 
П 
i 
1 
П 
1 
П 
1 
1 
I 
П 
1 
П 
1 
П 
П 
П 
1 
П 
П 
П 
i 
i 
П 
1 
1 
П 
П 
i 
i 
1 
П 
1 
i 
1 
Í 
j} 
1 
1 
Д 
1 
1 
i 
1 
1 
1 
1 
i 
1 
Д 
1 
i 
П 


Eye-melting graphics, good multi- 
player, excellent driving physics and 
instantly gratifying racing action 


[left] Yellow! Yellow! Time to fly! 


SIDE аа 


Non-existent damage model, Al rams 
you under yellow and never budges 
when racing close 


[above] The super fast high banks of Bristol. Note the shadows and 


detailed texturing. 


done and rev you up for the next 
challenge. When you reach the 
final challenge in each segment 
you come face to face with one or 
more of NASCAR's finest, which 
lends an entertaining authenticity 
to the game that hasn't existed in 
previous NASCAR offerings. 

It also contains what has to be a 
first for a licensed computer rac- 
ing game. Monster Games has 
gotten two fistfuls of NASCAR dri- 
vers to drive laps in the game. You 
get to challenge their "ghost car" 
and lap time! Race the Pro, as it's 
appropriately called, is an espe- 
cially enjoyable way to play Heat. 
Win and you can honestly say you 
beat real drivers. Topping Dale 
Earnhardt’s fast lap at Daytona or 
Bobby Labonte around Atlanta 
isn’t an easy task and just getting 
to try is worth the price of admis- 
sion. One great side effect of the 
professional drivers’ laps is that 
you can see the right line to race 
and complete good practice laps. 
You are free to take on the drivers 
in any order you'd like and can do 
so in both Normal and the more 
realistic Expert difficulty. 


Take the Expert Road 

Expert difficulty—it sounds like it 
should be feared, but it’s where 
most people interested in a long- 
term relationship with NASCAR 
Heat should start out. While 
Normal offers an easy to learn 
(almost foolproof) driving model, 
Expert turns up the simulation to a 
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more realistic level. The physics in 
Expert are in fact so different that 
you have to unlearn the bad habits 
you gained at the lower difficulty. 
That's why it's a shame you can't 
play the entire game, Beat the 
Heat and all, on the Expert diffi- 
culty. Those bad habits quickly 
become frustrating when you take 
to the track for some single races 
or an entire championship on 
Expert. As an aside, there's also an 
undocumented Hardcore mode 
(accessed via editing the 
options.cfg) which is all out simu- 
ation and the most realistic dri- 
ving model of all. 
Because stock cars stick to the 
ground pretty well, even with а 
ully three dimensional physics 
model, these cars are much easier 
to drive than say the 1967 Formula 
cars of Grand Prix Legends. The 
idelity of the simulation in 
NASCAR Heat is close to the excel- 
ent physics of that Papyrus racer, 
but also more forgiving so that 
you won't be breaking your 
equipment in frustration. The 
manual has one chapter dedicated 
to car setup in the excellent 
Garage screens and it's good 
enough for a start. The developers 
provided great default setups for 
the cars though, so you won't have 
to do too much tweaking to be 
turning competitive laps in Expert 
level play. 

The game's one major redeem- 
ing factor is it's fantastic online 
play. With no server browser in 
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Six wide in Vegas? Normal mode provides some "interesting" racing action. 


the game and no support from a 
major service, the publisher has 
made it difficult to get multiplay- 
er games going on the Internet. 
However, support for 16 players is 
there and you can download a lit- 
tle utility called Intemet Race 
Finder made by fans of the game 
at one of the major racing web 
sites such as Blackhole 
Motorsports (www.bhmotor- 
sports.com). With this tool, you'll 
find some of the best drivers 
around ready to take you on. The 
game's network code is up to the 
task with even a 56k connection 
providing close racing and mini- 
mal warping. It's annoying that 
users have to come up with the 
tools for gamers to find each 
other, but thankfully someone did 
because online racing takes on à 
much better air of believability. 
The main problem with NASCAR 
Heatis the big bugaboo that 
seems to bite most every game on 
the planet these days. The AI just 
plain stinks. You're likely to end 
up backwards or on your lid 
through no fault of your own. 
Computer driven cars rarely move 
from what seems to be a slot 
they're glued into. Human players 


Stock cars are pretty mean from a 
low angle view. 


tend to bobble around in the cor- 
ners a bit and not hold a steady 
line. This creates havoc as the AI 
will follow its straight line while 
tapping your rear quarter and 
tuming you right around. It's also 
annoying when you lean on the AI 
cars and you can't get them to 
budge. The same tap that could 
send you out of contention does- 
n't hurt the Al. That's a bit unfair. 
However, it gets worse when a yel- 
low flag appears. 


Yellow flag misery 

If a crash does induce a yellow (a 
rarity even when you flip cars over 
and over down the straight at 
Daytona), you'll probably be 
knocked out of the race because 
the AI has a nasty habit of ram- 
ming you during the caution. On 
one occasion, the yellow flew and 
a massive melee ensued with cars 
going in all directions like a two- 
year old boy had just cleared the 
table of his Hot Wheels. This quick- 
ly ends your race and leaves you 
with a really bad taste in your 
mouth. If you somehow survive the 
initial yellow, pitting will get you 
slammed for sure. Insult is then 
added to injury when you receive 
a black flag for speeding down pit 
lane after the collision! Maybe MGI 
was one step ahead of us all 
though because your car is nigh 
invulnerable. Even on Expert where 
you expect simulation levels of 
damage, you get no performance 
degradation from chipping the 
concrete barrier at 180 MPH. This 
"feature" was fixed reasonably 
well in a recent patch, but its 
inclusion in the initial release is 
inexcusable and the yellow flag 
bug still exists so it's now doubly 
frustrating to get rammed because 


Daytona at night in the standard driver view. The shadows across the dash 


change based on sun position during the day. 


your race conclusion (and car 
destruction) is certain. If yellow 
flags and damage weren't such à 
big part of NASCAR, these prob- 
lems probably wouldn't be a big 
deal, but they are and it is. 


Hot Looks, Not Much 
Upstairs 

The AI problems are frustrating 
because it obviously has such 
beautiful graphics. The pictures 
speak for themselves. This is the 
finest looking racing game going 
right now and the sound keeps up 
as well. If you love to ogle moving 
pictures with big booming V8's 
blaring through your speakers, by 
all means grab NASCAR Heat. What 
you might find though is that 
there's a lot more to racing games 
than looks (and the high system 
requirements needed to sustain 
them). The game does an excellent 


BLACK FLAG 
Gotoysurpit | 


job of simulating NASCAR racing 
as long as you don't hit anything. 
But the moment you collide with a 
wall or another car, you're taken 
right out of the believable world 
Heat attempts to realize. With the 
AI destroying races and the cars 
able to smack walls at high speeds 
with no consequence, Heat only 
gets the gameplay half right. It's 
an absolute blast to drive but you 
have to be able to get by the yel- 
low flag and damage shortcom- 
ings to enjoy it totally. The game 
seems a little rushed with all of 
these problems eminently fixable 
and it bodes well for future itera- 
tions in what seems likely to be а 
franchise. Hopefully the next time 
around we can be totally 
immersed in the simulation 
instead of just hanging out in the 
shallow end of the pool. 

—David J. Long 


Vertex damage is another hidden option in the options.cfg file that slows 
load times to a crawl, making it pretty useless. 
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asbro Interactive is back and 
H making amends for its less 

than impressive remake of the 
arcade classic, Frogger, released in 
1998. Their latest offering, Frogger 
2: Swampy’s Revenge, is a fair 
example of how classic games can 
be successfully brought up to 
modem standards while keeping 
the spirit of the original intact. 

As the story begins, Frogger is 
hanging out with his new girl- 
friend Lillie. Enter Swampy the 
Alligator, longtime nemesis of our 
hopping hero (or so they say), 
who has grown weary of all the 
time Frogger has spent in the 
spotlight. In an effort to regain his 
powerful status, Swampy decides 
to capture all of Lillie’s little broth- 
ers and sisters, and now Frogger 
and Lillie must track down 
Swampy and recover all of the lit- 
tle croakers. 


GENRE action 
PUBLISHER 
REQUIREMENTS pentium 


200, 32 MB RAM 


MULTIPLAYER: 2-4 players; 


same machine 


RATING 


Hasbro Interactive 


Frogger 2: 
Swampy’s Reveng 


It ain't easy being green 


The game features 30 different 
levels for exploration, ranging 
from Mayan-styled pyramids and 
bug-infested caves to spooky 
graveyards and impressive sci-fi 
inspired environments. The visuals 
have an appealing style and the 
level design is quite creative, mak- 
ing good use of 3D. The puzzles 
and challenges that you will face 
are all fairly basic, however. As in 
most platform-styled jumpers 
(and the original Frogger arcade 
game, for that matter) you enter 
on one end of the level and must 
get to the other without getting 
squished, bitten or zapped. To 
accomplish this you must navigate 
your path while avoiding herds of 
rushing warthogs, coconut tossing 
monkeys and all sorts of mecha- 
nized foes. To add to the difficul- 
ty, you will have to time your 
jumps carefully to account for 
moving landing platforms and 
paths that will collapse beneath 
you if you stand on them too long. 
While the graphics are decent, the 
music lacks any life and the sound 
effects are fairly limited; both 
make the game’s ambience a bit 
less than what it could have been. 

The controls are very similar to 
the classic game, with each key- 
stroke or press of the direction pad 
jumping Frogger one “tile” at a 


UPSIDE i Downs ШШШ —— 


Nice graphics, lots of level variety 


time in that direction. You have 
been given some extra powers 
such as a Super Jump, complete 
with the ability to float down 
slowly, should the need arise. 
Frogger can also use his tongue to 
slurp up power-ups (which appear 
as various colored butterflies) at 
will. These power-ups range from 
extra lives to Quick Hop, which 
puts Frogger into turbo mode and 
allows you to make speedy work of 
the challenge at hand. Along the 
way, Frogger can also collect the 
many coins scattered about to 
unlock various secrets, provided 
that you pick up every single coin 
on that level. Also scattered along 
each level are the little frogs that 
you must rescue (by jumping 
directly on them). These little frogs 
also serve as waypoints—your 
game will restart at the location of 
the last frog that you saved in the 
unlikely event that you find your- 
self reduced to a green smear. 
There are three difficulty set- 
tings in the single player mode 
starting with Easy, which gives you 
more lives from the start and 
dumps more power-ups into all of 
the levels. The Normal mode has 
fewer lives and power-ups and the 
Difficult mode places a time limit 
on completing each level. You can 
access levels within the game via a 


| Thin music and sound effects 


[left] Warthogs on parade. 


[above] Old style meets new in this ver- 
sion of the classic game. 


“story book,” which displays com- 
pleted levels as “chapters” within 
the book. Access to the next chap- 
ter is granted each time you com- 
plete a given level. An arcade 
mode (an arcade game with an 
arcade mode? Go figure... —ed.) is 
available—it allows you to play 
those levels that you have com- 
pleted in story mode, but adds a 
countdown timer. Included in this 
mode is a 3D-enhanced version of 
| the original classic arcade game. 
Finally, a multiplayer mode is 
included which allows up to 4 
players to race each other on the 
| same computer. 

Frogger 2: Swampy's Revenge 
is one of the better efforts to bring 
the classic arcade games to the 
modem PC. Though better suited 
to the younger player in the fami- 
ly, it will surely bring back pleas- 
ant memories of quarters gone by. 
—Alan Lackey 


Frogger races Lillie in 
multiplayer...ladies first! 
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MIV Sports: 
Skateboarding 


Somewhere in the world, Tony Hawk is 


laughing his ass off 


kateboarding is back in 
$ vogue. Ever since the unex- 

pected runaway success of 
Tony Hawk Pro Skater and its oft- 
preordered sequel on the Sony 
PlayStation and Sega Dreamcast, 
developers have been jumping all 
over themselves to get on the 
bandwagon. As anyone who lived 
through the "Great Deer Hunter 
Apocalypse" will remember, this 
isn't a good thing. The push to 
make a quick buck off the latest 
fad usually translates into rip-off 
game designs that end up pleas- 
ing only the bean counters (and 
often not even them). 

MTV Sports: Skateboarding 
Featuring Andy Macdonald is just 
such a title. The THQ-published, 
Darkblack-designed game might 
inspire deprived Tony Hawk fans 
to stampede the cash register, 
but it won't do much for them 
once they get it home. Subpar 
controls, abysmal collision detec- 
tion, the need to unlock nearly 
every track in the game, and the 
simple fact that the gameplay is 
just too difficult make it a very 
disappointing effort. 

The basic gameplay is fairly 
standard. You tear around skate- 
boarding stunt parks, ripping up 
and down half-pipes and across 
rails to perform all manner of 
tricks. Flatlands, Grabs, Grinds, 
and Flips can be performed with 
the press of a button. Scores are 
tallied for each successful stunt, 
with bonus scores being counted 
for combo moves. There are five 
single-player modes—freeplay, 


| THE GOODS | 


GENRE sports ! 
PUBLISHER тно | 
REQUIREMENTS | Pentium ıı | 


233, 32 MB RAM 


MULTIPLAYER 2 players; 


same machine only 


RATING 


Lifestyle, High Score, MTV Hunt, 
Survival, and Stunt. Two players 
can compete on the same machine 
in Battle, Time Bomb, MTV Hunt, 
and Deathmatch games. 

These modes offer a good vari- 
ety of gameplay. Freeplay is great 
for practising, while High Score 
and Survival emphasize stunts, 
and MTV Hunt (where you must 
collect MTV logos) and Stunt 
require both skill and speed. 
Multiplayer games are all split- 
screen and are pretty entertain- 
ing—particularly Time Bomb, in 
which you have to pass a bomb to 
another skater within 65 seconds 
(or it explodes). 

Unfortunately, all of the games 
are hampered by poor controls. 
The buttons alternate between 
overly sensitive and non-respon- 
Sive. On some runs you won't be 
able to do anything right. Try a 
routine Impossible plus Pressure 
Flip in the air and the game simply 
won't register the commands. Or, 
even worse, it will acknowledge 
your button pressing too late to 
successfully pull off the stunt. 

Even if the controls were per- 
fect, all of the gameplay modes 
are too hard. Winning the very 
first challenge in Lifestyle will 
take hours and hours of practice. 
Expect to start off with ratings 
down in the two to three range—a 
long way from the required 6.0 
needed to advance. The same 
goes for High Score and Survival, 
where your initial results won't 
even be in the same area code as 
the scores required to win or 
move on. Just seeing how far you 
are away can be very frustrating, 
and will no doubt cause some 
players to simply give up. You 
may feel proud that you got 1:58 
on the clock in Survival mode... at 
least until you see that the high 
score is an awe-inspiring 15 min- 
utes. The control issue is com- 
pounded by the fact that collision 
detection is awful. Rails and pipes 
often aren't really where they 


Some visual updates for the PC version 


| make themselves immaterial at will. 

| seem to be on the screen. You will 

Ң often line up а move perfectly, 

|. yet still miss the target and wind 

| up splat on the concrete (rails are 

; particularly tricky). 

| This extreme difficulty further 

' affects the replay value, as only 
two parks are available at the start 

ı of the game. The rest have to be 

unlocked by winning stages in the 

various modes and, as mentioned 

previously, that ain't easy. 

For a PlayStation console port, 
MTV Skateboarding actually looks 
pretty good. Somebody obviously 
! took the added time to touch а 
| few things up, sharpening the 
| appearance of textures and 
¦ adding high-resolution modes 
| that go all the way up to 1600 x 
1 1200 and 32 bit color. Good work, 

but Darkblack shouldn't have 
! stopped there. The menu system 
doesn't support a mouse or key- 
| board for such niceties as entering 
| names. The game also has a killer 
| soundtrack (Cypress Hill, the 


Anyone else feel like punching Carson Daly in the mouth right about now? 


| Impossibly difficult gameplay and 
; lackluster controls 
i 
1 


Smashing into metal girders must be painful—good thing skateboarders can 


| Deftones, Pennywise, and a num- 
| ber of other altema-bands con- 

Н tribute tunes that perfectly match 
| the game's attitude and atmos- 

| phere), but in-game audio effects 
! are nearly non-existent. 

| With Tony Hawk Pro Skater 2 

і arriving for the PC, it's hard to get 
| very enthusiastic about this game; 
! go straight to the master and 

| don't bother with this second-rate 
| clone. —Brett Todd 


XP KCGRIND 


Grinding a rail is one of the most 
enjoyable aspects of the game. 
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WNSIDE А 


Arrgh! 
The cheats the old man 
gave me are useless. 


The wise also know not to get cheats from some old dude living in 
a hut. The most up-to-date cheats, reviews, and demos for games 
on every platform are all free for the taking at happypuppy.com. 
It's great for regular gamers, drunken masters, and even old dudes 
living in huts. : 


Button-mashing fool! 
Happy Puppy has made 
my kung fu stronger. 


MeS.theglobe.com 
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ne of the more common com- 
() plaints about the original Nox 

was the lack of a good coop- 
erative mode of play similar to the 
single player game. Now the folks 
at Westwood are providing a fun 
little package called Nox Quest 
that seeks to correct the problem 
by adding a new game option 
called the quest mode. Best of all, 
Westwood has made this expan- 
sion available as a free down- 
load—you can find it on 
Westwood's site. 

Nox Quest's gameplay holds 
largely true to the roots of the sin- 
gle player missions, but a few crit- 
ical variations in the formula add 
some new interest. Cooperative 
multiplayer is the name of the 
game—you are much better off 
with a team of competent allies at 
your back. Find a team of players 
that can effectively combine the 
skills of the three classes and it 
becomes much easier to make 
progress without seriously endan- 
gering your limited lives. New 
characters start with a few extra 
life ankhs under their belt, plus 


H 
GENRE role-playing 
PUBLISHER: westwood studios 


REQUIREMENTS. rentium 
200, 64MB RAM 


MULTIPLAYER: 2-9 players; 
Internet, LAN 


RATING 


Nox Quest 


Nox gets a Diablo-esque twist 


they can purchase or find addi- 
tional ankhs. This age-old system 
is becoming increasingly rare in 
modern games, but it actually 
works quite well in this instance. 
The only serious drawback to hav- 
ing limited lives is the presence of 
the omnipotent Lag-monster (who 
claims no small number of heads). 
Lag can strike at the wrong time 
and steal one of your precious 
ankhs. If you want to be cautious, 
you can stick to the games created 
by the Westwood servers. The per- 
formance is usually good and the 
threat of lag death is minimal. 

Instead of creating a cohesive 
world, stages are linked together 
to create the quest game. A map is 
randomly selected for each stage, 
and completing the map allows 
you to advance to the next stage. 
Most of the maps are solidly 
designed and feature dozens of 
secrets and a wide array of traps. 
Finding all the secrets on your first 
time through a map is almost 
impossible, so a second or third 
trip through a map is usually 
worthwhile. Traps are all laid out 
so that you have a chance to react 
and evade them—there aren't real- 
ly any traps that are guaranteed 
to nail you the first time. 

Monsters have more hit points 
and deal more damage with each 
progressive stage, but chests usu- 
ally yield superior loot. Playing on 
high stages is the most fun—the 
game gets more challenging and 
you are forced to work as a team. 
Simply running around and trying 


i jump into any multiplayer game 


UPSIDE Eas 


Simple fun, cooperative multiplayer, 1 
higher stages are challenging Н 
i 


DOWNSIDE ШИШИ 


Kill-loot-kill cycle gets repetitive, 
sometimes laggy 


[left] High-level stages plus lots of players equals chaos (the good kind). 


[above] When the lag hits hard, you often see players casting spells on long- 


dead monsters. 


to thwack everything that moves is 
almost certain to lead to doom; 
playing strategically is a key 
ingredient to success. 

One interesting change is the 
absence of character levels. Player 
stats start on an equal footing, 
and in terms of stats they stay that 
way forever. Only the equipment 
and skills change. This makes it 
much easier to join in with your 
friends at a different stage of the 
game. Character advancement is 
still important, but the ability to 


without worrying about the vari- 
ous players’ levels and locations р 
adds flexibility that other multi- — ! 
player role-playing games (such | 
as Diablo II) lack. ! 
Every dungeon is teeming with | 
monster spawners that continually  : 
toss out new beasts until they are — | 
destroyed. Killing monsters is fine | 
i 
1 


and dandy, but it won't get you 
anywhere unless you find a way to 


| take out the spawners. Spend too 


much time fighting the monsters 
and you'll soon be overwhelmed. 

While chewing a path through 
hordes of devilish monstrosities 
certainly has its charm, it's a 
charm that eventually grows 
tiresome. Nox Quest has nearly 
endless replayability, but 
chances are you will move on to 
something new long before you 
run out of game. 

Nox Quest is not spectacular, 


| but it’s an enjoyable diversion, 


and it's free. Aside from the occa- 
sional lag problems and repetitive 
gameplay, it's certainly worth 
checking out. If you aren't expect- 
ing anything extraordinary, it 
won't disappoint you. It's always 
good to see companies support 
their products. —David Ryan Hunt 


Players with good reflexes and timing can avoid most traps. 
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Europa Universal 


Uncle Machiavelli wants you! 


European mythology is the 

image of cackling, cunning 
dwarves beneath hidden moun- 
tains, slaving away in front of rag- 
ing furnaces producing magical 
items of inestimable value. 
Replace the furnaces with churn- 
ing hard drives and you have the 
spitting image of Paradox 
Entertainment, a developer based | 
in Stockholm, Sweden. They have  ; 
just released their first treasure | 
into the European market (Sweden | 
and Germany, at any rate... UK ! 


0 ne of the staples оў northem 


and American releases are still in 
negotiations)—a massive historical 
strategy game by the name of 
Europa Universalis. 

It's aptly titled. Beginning in 
Europe, the game covers 300 years 
of world history (from 1492 to 
1792) as seen by one of eight great 
powers. You play the Gray 
Eminence behind one of these 
powers, influenced by the 
monarch of the state but actually 


THE GOOD 


GENRE: Historical Strategy 
PUBLISHER: Paradox 


Entertainment 


REQUIREMENTS pentium | 


200, 64MB RAM 


MULTIPLAYER: 2-8 players; 


Internet, LAN 


RATING 


controlling literally every aspect of 
statecraft and strategy during the 
period. As the name implies, it's 
universal—while the focus of play 
is necessarily on Euro-centric his- 
tory, the scope is truly worldwide. 
As explorers cross the dangerous 
seas and colonies plant their ten- 
tative feet on new lands, the man- 
agement of a world-spanning 
empire is something that you will 
have to consider. 

This is not a simple product—a 
tutorial walks you through the 
very basics of management, 
expansion, conquest, and devel- 
opment (the basic elements of any 
“4x” title), but the devil lies in the 
proverbial details. It plays simul- 
taneously at many different levels 
and constantly demands a great 
deal of situational awareness. 

The economic system is the 
heart of the game. It's robust 
enough to accurately model 
development from the late 
Renaissance all the way through 
Mercantilism to early Colonialism. 
The game nimbly keeps track of a 
staggering amount of minutiae 
such as the inflationary effects of 
excess liquid cash, intergovern- 
mental loans, trade policies, and a 
comprehensive list of commodi- 
ties. While this sort of micorman- 
agerial detail will usually fall 
below your radar in terms of man- 
agement, it can have a serious 
impact on your foreign policy and 
statecraft. You will not feel 


UPSIDE 


Massive, complex, historically realistic 
strategy game 


bogged by these details, howev- 
er—they are simply available for 
consideration whenever needed. 

Equally impressive (and 
always with a surprising level of 
detail) are the game's portrayal 
of technological development, 
domestic policies, and even reli- 
gion (which includes develop- 
mental aspects such as the 
Reformation and Counter- 
Reformation). Obviously diplo- 
macy is important in any game 
of this type, and the game fea- 
tures a detailed system for deal- 
ing with diplomacy and relations 
with other states. When you send 
an ambassador to another state, 
you will typically have upwards 
of twenty options (including 
offers, declarations, and other 
miscellaneous negotiations). 

Paradox has not allowed this 
game to become "Spreadsheets of 
the Sixteenth Century," however. 
The focus of the game is state- 
craft—alliances, wars, double 
dealing, and backstabbing—all 
the essential elements of an enter- 
taining evening at home. Given 
the aggressive (and skillful) Al, 
you will not play for long before 
having to resort to the final arbi- 
tration—the battlefield. 

In the sense that warfare is only 
“diplomacy by other means,” 
combat is important but not terri- 
bly detailed. It's a simple but sub- 
tle system of Infantry, Cavalry, 
and with sufficient technology, 


DOWNSIDE 


Massive, complex, historically realistic 
strategy game 


[left] Welcome to the Renaissance 
world. 


[above] Trade centers represent 
the hubs of economic activity for 
distinct regions; aggressive use 
of merchants is critical for a 
healthy economy. 


Artillery. One interesting twist is 
that each army is given a fluctuat- 
ing morale value which forces 
troops to behave realistically—you 
will never see troops fight to the 
death. After being sufficiently 
pounded, they will flee to another 
area to try to recuperate. Attrition 
and the other hazards of war are 
accurately modeled, and you will 
quickly come to the idea that per- 
haps “Bella gerant alii, tu felix 
Austria, nube” (for those with 
rusty Italian: “Let others wage war, 
you, happy Austria, marry !"—ed) 
might not be such a bad philoso- 
phy after all. 
The gameplay is driven by a 
contextual mission system. Your 
monarch and people each have 
their own unique interests and 
goals. Spain, for example, must 
discover the New World in 10 
years; Austria must drive Turkey 
from Europe within 20 years. 
Successfully accomplishing these 
goals nets you a heaping helping 
of victory points. 
you like your strategy 
games historical, complex, and 
deeply stimulating, Europa 
Universalis is more than a 
mouthful. —Steve Lieb 

At press time, Europa 
Universalis was not available in the 
United States, but Paradox 
Entertainment was working on 
securing a publishing deal. Check 
out www. europa-universalis.com 
for more information. 
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Tour of Duty 44 


The Wargame Development Kit system 


expands... slowly 


ast Spring Shrapnel released 
E awkwardly named Armies 

of Armageddon: Wargame 
Development Kit 2K, a sequel to 
the similarly named game released 
by Battlefront.com, and now six 
months later an official add-on, 
Tour of Duty '44, has been 
released. While there is a complete 
sci-fi strategy game in the pack- 
age (call it the Armies of 
Armageddon part of the title), a 
big part of the whole is the 
Wargame Development Kit 2K por- 
tion, the part that lets you design 
a game of your own. It’s been 
about six months since its release, 
which is plenty of time for the 
hordes of scenarios to come out... 
except that they haven't, and 
that's perhaps indicative of the 
problems with this ambitious but 
flawed title. 

The design kit portion is power- 
ful, allowing you to modify just 
about any aspect of the game. 
Many of its internal rules can be 
adjusted, units can be tweaked in 
dozens of different ways, weapons 
added, environments changed, 
and more. Indeed, it's flexible 
enough that the game can move 
from the sci-fi setting of the cam- 
paign that comes in the package 
to the World War II setting of the 
Tour of Duty '44 add-on, and do it 
with some success. It's the power 
and flexibility of the editor suite 
that keeps this package from sink- 
ing lower; if you're more into tin- 
kering with designs than actually 
playing your games, then you'll 
find a lot to explore. 

However, even with the power 
of the designer, there are caveats. 
The game is focused on tactical 
battles. While you could, con- 
ceivably, implement operational 
or strategic battles, they'd have a 


Strategy 


IPLAYER 2 players; 
play-by-email 


G 


tactical feel. There is no option 
for things like supply routes, con- 
struction, or diplomacy, and 
you'd have to play them within 
the game's turn structure. Even if 
you stick to tactical, you might 
find yourself constrained, and 
there's no decent way to repre- 
sent naval or air power. There are 
no tools for editing graphics or 
sounds within the game, but this 
is not a problem as such tools are 
readily available. 

If the editor portion is so 
powerful, why haven't there 


! been more mods and scenarios? 
| Even Shrapnel hasn't released 


much new yet; Tour of Duty '&4 
is the first mod published under 
the auspices of Shrapnel's 
"Wargame Development Kit Mod 
Program" (a system wherein the 
company will publish the best 
user-created mods), despite the 
fact that the program has been 
running for quite a while now. 
Perhaps the problem is the 
gameplay itself, gameplay that 
even hardcore strategy gamers 
may find tiresome. 

The problems start with a very 
clunky user interface. There's lots 
of button pushing, odd climbing 
up and down interface elements, 
and at some points there's just 
plain confusion. The manual, 
while detailed, is somewhat hap- 
hazardly put together. The 
graphics vary with the skill of the 
particular developer; those in 
Tour of Duty '44 aren't even that 
good, although they do convey 
the feel of Normandy. In both the 
regular game and Tour of Duty, 


| the graphics are too dark. Now, 


you'd be right if you say the 
graphics don't the game make, 
but they do have an effect as it 
can be downright difficult to see 
things on the maps. 

The game's multiplayer is play- 
by-e-mail, and it works well 


; enough. It's easy to start a PBEM 


game (an achievement, consider- 
ing the rest of the interface), and 
each side gets a replay (a feature 
too often ignored by some pub- 
lishers). You can't, however, 
adjust the speed of the replay, or 
pause it, but this is not usually a 
problem. Actually, PBEM fits the 


UPSIDE 


Most powerful editor for tactical-scale 
war or strategy games ever 


unt, Hey Weapon. 
Wounds Л 
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pacing of the game, and it's about 
the only thing that does. 

The last significant problem is 
the pacing, which is as clunky, 
in its way, as the interface. This 
isn't a knock against the turn- 
based nature of the package— 
turn-based games can have 
excellent pacing (Civilization or 
X-COM come to mind); this 
game simply doesn't. Some may 
not mind, and others will say 
they don't mind because they're 
happy to get their hands on any 
turn-based game. Most people 
will find themselves turned off. 

If you're a tinkerer or builder, 
you'll find plenty to play with in 


you see the infantry? 


The overview map. This particular scenario actually has multiple "levels," but 
they're laid out in the same 2D plane. 


Germans defend an 88 in this scenario from the Tour of Duty '44 mod—can 


DOWNSIDE 


Very clunky interface, slow pacing, 
graphics are fair at best 


Wargame Development Kit 2K. 
! However, be prepared to play. 

alone, as it looks like few other 
people will be joining you. 
—Scott Udell 


The visuals are too often murky 
or dark. 


+ $3WV9 u31ndWO2 


+1002 Au VnNvI 


145 


* JANUARY 2001 


* COMPUTER GAMES 


The main menu. 


Gettysburg Expedition Guide & 


Bringing America's bloodiest battle to life 


hough the immediacy and hor- 


I? of what occurred 137 years 
ago around the quiet cross- 
roads town of Gettysburg, 
Pennsylvania, has been distanced 
by the passage of years, and 
blurred by a fog of ever deepen- 


ing legend, it still holds wounds as 


deep as any suffered since by the 
United States. This land of gentle 
rolling hills, weathered stone, and 
earth-deep silences, will forever 
stand in mute testimony to the 
largest conflagration of arms ever 
witnessed in the western hemi- 


sphere. For three days in July 1863, 


170,000 men, all Americans, 
fought a climactic battle that 


would change the course of a bru- 


tal and heartbreaking war. 
TravelBrains’ Gettysburg 
Expedition Guide, a multimedia 
travel and history guide using the 
expertise of a respected military 
historian, the immediacy of mod- 
етп and contemporary art, finely 
reproduced period photographs, 
instructive animations, inspiring 
film, beautifully crafted maps, 


О 
GENRE 


Multimedia/Educational/Travel 
PUBLISHER rravelBrains 
REQUIREMENTS 233mHz 


processor, 33MB RAM 
MULTIPLAYER n/a 
RATING 


and a taste of an award winning 
computer wargame, brings this 

titanic conflict to life in all of its 
blood, sweat, and tears. 


Now we are engaged in a 
great civil war... 

A treasure trove of information for 
history enthusiasts, wargamers, 
and travel buffs, the Expedition 
Guide includes a CD-ROM contain- 
ing The Movie—a 30-minute movie 
filled with photos, music, sounds, 
and narration detailing General 
Robert E. Lee's second bid to take 
the war north and the resulting 
confrontation at Gettysburg; The 
Battle—a day by day account of 
the battle through the use of 
detailed topographic maps, ani- 
mations, and pop-up windows; 
The Armies—a section explaining 
the basic order of battle, chain of 
command, and military symbolo- 
gy for both armies; The Quiz—a 
fun and enlightening Civil War 
trivia quiz; The Game—a demo of 
the award winning real-time com- 
puter wargame Sid Meier's 
Gettysburg!; and The Trip—a com- 
prehensive travel planner for any 
visit to the Gettysburg area. 

A second CD-ROM (or audio 
cassette, optionally) takes you on 
the Battlefield Audio (auto) Tour— 
complemented by a well-written 
and richly illustrated Battlefield 
Guide—narrated by military histo- 
rian and licensed battlefield 
guide, Wayne Motts. The audio 
tour is structured to give visitors a 


UPSIDE i as 


Excellent resource for Civil War and 
travel buffs 
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DOWNSIDE aaa 


Unfortunately, it will probably only 
appeal to Civil War buffs 


Rare picture of Lincoln giving his Gettysburg Address. 


chronological tour of the battle- 
field and is timed to the speed 
limit of the battlefield roads. 


; Whether you intend to take the 
| tour from the comfort of your car 


or armchair, the Expedition Guide 
is an invaluable resource about the 
war and the battle. 


may live... 

For many older Americans, the 
Civil War remains a bittersweet 
reminder of a time and place 
clothed in romantic dress, of 
ideals elevated to near chivalry— 
an era, to quote novelist Margaret 
Mitchell, that is truly "Gone with 


..that this nation | 
the Wind." Just as misleading is | 
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Lee moves north. 


; the lack of knowledge or under- 


standing that most school-age 
children (and many college stu- 
dents) suffer from—to them, 
Gettysburg was some battle 
fought in an ancient war about 
slavery, and where a president 
named Lincoln wrote something 
called an "Address." The reality is 
this: as shown and described by 
the Expedition Guide, the Battle of 
Gettysburg was three days of 
intense heat, unimaginable car- 
nage, sheer desperation, surpris- 
ing heroism, and costly errors. But 


| most importantly, it was the tum- 


ing point of a devastating war 
that would decide whether or not 
this young experiment in democ- 


Bultiniore 
ЕЕ 
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тасу would succeed as one nation. 
With the Expedition Guide in hand, 
fully explaining the details and 
backdrop of the battle, such mis- 
conceptions and educational over- 
sights can only be assuaged—and 
hopefully lead to further explo- 
ration and appreciation of 
American history. 


We are met on a great 
battlefield of that war 

If you stand along U.S. Highway 
30, just over a mile west of 
Gettysburg's town center, you'll 
be surrounded by pastoral fields 
that have changed little since 
those three days in July. Looking 
over this expanse of verdant coun- 
tryside it can be difficult to make 
the mental leap backwards to that 
early morning in July when the 
Confederate skirmisher's of Henry 
Heth's division first came down the 
Chambersburg Pike and clashed 
with General Buford's rapidly out- 
numbered Union cavalry troopers. 
With the information contained in 
the Expedition Guide, it becomes 
much easier to visualize that fate- 
ful encounter. To most people, the 
American Civil War has become 
but a collection of faded and 
blurred black and white (or sepia- 
toned) photographs in a book or 
on a television documentary. 
Using the Expedition Guide, with 
all of its multimedia enhance- 
ments, you are confronted by the 
(surprising?) fact that these com- 
batants were real people and not 
so different from us. They had the 
same needs, the same hopes and 
dreams. The Expedition Guide and 
the audio tour allow us to look 
beyond the abstract, the academ- 
ic, and the hoary constraints of 
tradition. In a sense it does for us 
what the first battlefield pho- 
tographs (from Antietam) did to 
an unsuspecting 1862 public: In 
the words of Oliver Wendal 
Holmes, father of the future 


The opening shots. Gen Buford pictured at top left. 


Supreme Court Justice Oliver 
Wendal Holmes, Jr. (who was 
wounded at Antietam): “It was so 
nearly like visiting the battlefield 
to look over these views, that all 
the emotions excited by the actual 
sight of the stained and sordid 
scene, strewed with rags and 
wrecks, came back to us...” 


...that these men shall have 
not died in vain... 

With the Expedition Guide as an 
on-site reference, places now 
engraved in our national sub-con- 
sciousness, places with names that 
have faded into distant memory— 
"Devil's Den,” "Cemetery Ridge,” 
“Little Round Top,” “The 
Wheatfield” —become realized in 
tangible form. Stand amongst the 
strewn boulders of "Devil's Den,” 
and know that on the second day 
of battle, men from Texas and 
Georgia and the Carolinas met 
men from Pennsylvania and New 
York and Maine—and that they 
slaughtered each other by the 
hundreds. Look at the Alexander 
Gardner photograph of 
Confederate dead in the 
“slaughter Pen” and realize that 
those same rocks and that little 
pond is still there. Up near the 
summit of “Little Round Top,” on 
its southern slope, you'll find an 
unimposing four-sided marker 
dedicated to Col. Joshua 
Chamberlain's 20" Maine regi- 
ment. Here in this quiet, tree- 
shaded place, the extreme left 
flank of the entire Union army was 
anchored. On the second day, 
Lee's second in command, General 
James Longstreet, sought to tum 
this exposed flank and suddenly 
the Battle of Gettysburg hung in 
the balance. These Maine men, low 
on ammunition, repulsed wave 
after wave of Confederates—in the 
end, Chamberlain (a professor of 
rhetoric and modern languages) 
ordered a charge down the hill 


The situation on the second day and Longstreet's attack. 


| which effectively ended the threat 
¦ to the army and literally saved the 
|. day. Stand at "The Angle,” the 

¦ high-water mark of the 

| Confederacy, and face west: on 

| the third day of battle, over 

! 12,000 men marched in splendid 

|. form across those fields and faced 
| a literal wall of minie balls and 
canister fire. To both sides, it 

¦ seemed like these men just with- 
ered away into the blood-soaked 

| ground. General Pickett lost his 

! division that day and General Lee 

| (against the better judgement of 

| General Longstreet) may have lost 
! the war. The vaunted Army of 

| Northern Virginia would never be 
! on the offensive again. It truly was 
| the beginning of the end for the 

! Confederate States of America. 

| ...the last full measure of 
| devotion... 

| The ridges and stones and fields 
! of Gettsyburg have not changed; 
| earth is still earth and stones 

! retain their immutability. While 

| the full impact of what the 

! Gettysburg Expedition Guide can 
! offer to novice and expert alike 


Pickett's ill-fated charge. 


can only be truly felt when on 
the actual battlefield, those who 
will never step upon the hal- 
lowed grounds of this national 
memorial will find that the back- 
ground information, the anima- 
tions, the narrative, the wonder- 
fully interactive maps, the pho- 
tographs, and even the game 
demo can become the keys to 
unlocking the silences of the 
past, placing you face to face 
with a restless spirit—one that 
resides in every battlefield stone, 
tree, and blade of grass; one 
that offers you a glimpse of the 
truth about an extraordinary 
three days in the life of a nation 
and the deaths of ordinary men; 
a spirit that begins and ends its 
story with one word: Remember. 

The Gettysburg Expedition 
Guide is a worthy addition to 
any civil war collection or travel 
library. It is something that 
should be enjoyed by anyone 
who has an interest in America's 
past and, most importantly, its 
future. For more information, 
visit www.travelbrains.com. 
—Bill Hiles 
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A relaxing game of 3D-Jongg with a custom background. 


Moraff's Maximum Mahjongg 


This is not your mother’s shareware anymore 


oper’s hall-of-fame, Steve 

Moraff would have to be one 
of the featured exhibits. Moraff 
was among the pioneers of the 
shareware concept of software 
distribution. Players could 
download free copies of the soft- 
ware from bulletin board ser- 
vices, or trade them on diskette. 
If the player enjoyed the prod- 
uct, they were asked to send a 
small fee to the developer, usu- 
ally less than the retail price of 
similar games on the market. Far 
from being a cash-cow opera- 
tion, shareware allowed many 
developers to make names for 
themselves. Fifteen years after 
the dungeon romp Moraff's 
Revenge, Moraff's company, 
MoraffWare, continues to use the 
shareware distribution model. 

Well, not this time, actually. 
Moraff's Maximum Mahjongg is a 
retail package containing four of 
his popular variations on the 
Chinese tile game. The included 


| f there were a software devel- 


GENRE: classic 
PUBLISHER: clobal star 


Software 


REQUIREMENTS. Pentium 
233, 32MB RAM 


MULTIPLAYER None 
RATING 


titles: MoreJongg, 3D-Jongg, 
RingJongg, and SphereJongg, can 
all be had via shareware. The retail 
product, however, contains fully 
registered versions, sans the ubiq- 
uitous nag screens that even com- 
pelled my mother to register the 
games when they first became 
available about five years ago. 
Containing all new versions of 
each game, Maximum Mahjongg 
includes numerous extras such as 
altemate tile sets, background 
images, and soundtracks. 
MoreJongg is a typical tile- 
based Mahjongg game. Variants 
include Big MoreJongg, with larger 
tiles, and Mega MoreJongg, with 
additional tiles in the set. Each of 
the game variants contains twen- 
ty-four layouts and numerous tile 
sets. The background image can 
be set to any of the dozens includ- 
ed, or any image you might have 
on your hard drive. Music is han- 
dled much the same way, with 123 
midi tunes included, arranged 
into twenty-eight albums. While 
MP3 support would have allowed 
for better quality music, the tinny 
effect of the midi files suits the 
Oriental mood of the game. 
3D-Jongg is not necessarily 
what one would expect given the 
name. Tiles, while 3D in perspec- 
tive, must be removed in threes, 
rather than pairs. Twelve layouts 
are available. In SphereJongg, the 
player must match large marbles. 
Four basic levels, each with nine 


UPSIDE | 


Five years of polish, and it shows 


v A d 


Classic Mahjongg, aka More Jongg. 


layouts can be played. RingJongg 
challenges the player to remove 
pairs of donuts. Four variants, nor- 
mal and expert levels with small 
and large rings, are available. In 
these latter two games, it is often 
possible to tell from the outset that 
there is no chance of winning the 
game. In RingJongg, for instance, 
a particular color ring may overlap 
all of its mates. There is, however, 
a toggle that forces all generated 
games to be winnable at the start. 
This brings us to the only real 
major complaint with this game. 
Scoring statistics are only tracked 
for successfully completed games. 
Keeping track of the scores for all 
games would give you a reason to 
play out those known to be a loss. 
It would be nice to know, for 
instance, what percentage of 
starts lead to successful games 


] (not very high). In a market where 


Activision's Shanghai series sets 


| the standard for scoring and 


gameplay options, the shareware 
roots of Maximum Mahjongg is 
most apparent. 

While the interface is clean and 
easy to use for the most part, there 
are some inconsistencies. 
RingJongg, for instance, lacks a 
pop-up window to inform you 
that no more moves are possible. 
An audio cue serves this purpose, 
but the irritating voice-overs 
quickly aggravate the nerves you 
are probably trying to calm by 
playing the game in the first 


OWNS 


Shareware roots, and it shows 


کے کے memes‏ 
ھچ مچ | سے سے ہے OS‏ سس سے 


pem 


place. Thankfully, the voice effects 
can be turned off without interfer- 
ing with the music, and a right 
mouse-click quickly indicates 
remaining matches, if any. 
Another oddity is the inability to 
switch between games from within 
a game menu. Not quite polished 
for primetime, the current game 
window must be closed, revealing 
a game menu where the four basic 
games can be chosen. Added 
functions include a browser to 
view and select background 
images, and a utility to check 
available memory and disk space. 

Maximum Mahjongg is the clos- 
est thing to digital Feng Shui on 
the market. Just be sure to save the 
layout before exiting the game—it 
does not automatically change 
default settings. Then sit back and 
enjoy... what, is it 1:00 A.M. 
already? —Jeff Vitous 


Mmmmm...donuts... 
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The buttons are big, | tell you! 


2,000 worth of computer to 

play THIS?” You have to be 

reasonable when you review 
computer game software that 
emulates a game that people 
played before computers existed. 
The game developers need to 
address a very important ques- 
tion—should the program faithful- 
ly copy the original game, or 
should it change the game in an 
attempt to make it flashier, edgier, 
or somehow better? In this case, 
the developers did the former, and 
did it well—they chose to reli- 
giously copy not merely the 
mechanics of bingo, but the entire 
playing experience. 

There are over a hundred bingo 
variants, from the traditional "get 
five in a row, column, or diagonal, 
scream out bingo, and win!" to 
"fill in the four corners, scream out 
bingo, and win!" Ok, you don't 
really have to scream (you click 
the big "BINGO!" button), but no 
matter what spaces you need to fill 
in, the end result is the same. 
There are variants to fill in letters, 


ngo 


“GEN. 


WizardWorks 


| REQUIREMENT $ | Pentium 


166, 32MB RAM, lobotomy (optional) 


numbers, symbols, multiple bin- 
gos, and so on. Just about every 
possible way that you can sit there 
and fill in dots as the letter/num- 
ber combinations are called is in 
this game. 

Now, true bingo masters know 
that the best way to get a bingo 
“fix” is to play multiple cards 
simultaneously. While such wiz- 
ards can play a dozen or more 
cards at one time, Bingo Bingo 
Bingo only lets you play onscreen 
with six cards. There is an option 
to print out cards so you can play 
with more cards (or with any 
number of enthusiast friends), but 
then you have to verify a bingo 
manually. This is about the only 
gameplay-related quibble, since 
it seems like the software could 
keep track of recently printed 
cards and verify from those if the 
winning numbers came up. It’s 
not exactly rocket science, since 
all the called numbers are listed at 
the top of the screen. If your 
friends don’t have the requisite 
bingo paraphernalia (i.e., a mark- 
er), you can click on a big button 
and go to an online bingo store, 
where you can buy pretty much 
any bingo-related merchandise 
you'd care to imagine. 

The selection of options is also 
pretty good. You can select up to 
100 computer opponents, and 
even your type of dauber (the 
marker you use on your cards). 
More importantly, you can have 
the computer automatically mark 


UPSIDE 


Every conceivable bingo variant 


You do like bingo, don’t you? 


Session Paints 


It doesn’t get any easier to read than this. 


Bingo Bingo Bingo 


Exactly as much bingo as you can shake a stick at 


your cards for you, and even 
automatically call out your bin- 
gos. Talk about a “human option- 
al" game! If you're looking to test 
your bingo skills, there’s also an 
option to highlight your missed 
calls at the end of the game. You 
can also adjust the speed of the 
calling if you can’t keep up or 
want a faster experience. 

There are eight session modes, 
where you go through a series of a 
dozen or more bingo variants, 
accruing points depending on 
how many opponents you choose. 
At the end of the session, your 
score will be recorded in the Hall 
of Fame. If none of the pre-gener- 
ated gauntlets of bingo excite- 
ment suit you, you can create your 
own session, running through 
every possible variant if you wish. 

As far as graphics go, there's 
nothing flashy here, and it seems 
that WizardWorks did what it 
could to make the game more 
accessible to "Grandma Gamer, " 
with extra-large buttons every- 
where and even a help screen if 
things get confusing. 

Like most gambling games, 
bingo is mindlessly simplistic; 
the appeal comes from the pos- 
sibility of actually winning 
something, and that's pretty 
hard to simulate in a computer 
game. If you have Internet 
access, you can press a big but- 
ton onscreen and the game will 
take you to Bingostop or 
Bingomarker, where you can 


| compete (does that word really 
| apply?) online against other 
| opponents for fabulous prizes. 
! Of course, if you are on those 
sites, then you are no longer 
using the software you paid for, 
and the manual is loaded with 
disclaimers that nothing on the 
sites has anything to do with 
Bingo Bingo Bingo. 
Included as bonus software are 
; two other games, Solitaire (actu- 
| ally, six variants, including 
| Freecell) and Keno. In Keno, you 
| pick a bunch of numbers, the 
| machine picks a bunch of num- 
1 bers, and if enough of your num- 
| bers match, you win. "Illegal 
| operation" errors caused Keno to 
crash at times. No big loss—virtu- 
al Keno is about as entertaining 
as the real McCoy (which is to 
say, almost not at all). 
Bingo Bingo Bingo is a nearly 
perfect computer adaptation of 
the disturbingly popular parlor 
game. If you hate bingo, you 
may want to pass—there’s not 
much here to keep your interest. 
If you have a fanatic in your fam- 
ily, are the fanatic in your family, 
or are trying to wean someone off 
their soft core gambling habit, 
¦! Bingo Bingo Bingo might be just 
the thing. —Rick Moscatello 
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Betelguese, Betelguese, Betelguese. 


Xiama 


Brain Forest Crunch 
Y iama, a fiendishly cerebral 


offering from Down Under, 

bills itself as a "very different 
computer adventure game," and 
to some extent it makes good on 
that claim, although not always in 
the best way. The game opens 
with a rather unprepossessing 
hook, and between that and the 
koala bear on the jewel case, you 
might expect what follows to be 
lighter than a rice-cake float. At 
the beginning of a nature trail 
leading deep into an Australian 
rain forest you find a note written 
by Peter, (the game's designer 
Peter Hewitt, most likely) in which 
he amiably apologizes for being 
unable to meet you as planned, 
and instructs you to touch base 
with him at the top of the water- 
fall. “Oh, and by the way,” he 
adds, "I've set up a scavenger 
hunt to make your journey even 
more interesting." 

Though unable to keep his 
appointment, Peter has managed 
to find time to despoil much of 
the rain forest in his wake with a 


GENRE Puzzle/Adventure 
PUBLISHER: mulawa 


REQUIREMENTS pentium 
200, 32MB RAM 


MULTIPLAYER None 
RATING 


Orion 


grab bag of puzzles that range 
wildly in straightforwardness, 
theme, difficulty, and quality. 
Accessing these mind-benders is 
simple enough, and simplicity is 
Xiama's greatest strength. You 
click on the appropriate direc- 
tional arrow at the bottom of the 
Screen and advance in an eye 
blink to the next slide of majestic 
lora. A flash of yellow appears 
somewhere in the visible terrain 
on nearly every game screen. 
Click on it, and into the puzzle 
you go. Right-clicking anywhere 
takes you out. Getting around at 
least is a breeze, but it's the only 
breeze that blows anywhere near 
Xiama. You spend virtually all 
your time in the puzzle screens. 
Few of the puzzles in Xiama are 
for the faint of intellect. This is a 
game for people who love mental 
challenges. It's probably a good 
game for smokers as well, since 
only a few of the puzzles are time- 
based; in general it encourages 
you to fart around until you "get 
it” and fill in the gaps. All 24 puz- 
zles are visually interesting, but 
only a few of them are actually 
fun, such as the Turtle Machine (a 
device that evokes pleasant mem- 
ories of both Etch-A-Sketch and 
Spirograph). The equal parts mes- 
merizing and infuriating Green 
Stones is modeled after Chinese 
checkers, and apparently it even 
unmans its creator. The only hint 
Hewitt apologetically offers at the 
Mulawa website regarding the 
more difficult variations is to "do a 
Web search for ‘solitaire puzzle.’” 
In Eleusis, you're trying to spot 
patterns in a series of exposed 
playing cards. There are even а 
few puzzles that have something 
to do with the rain forest setting, 
and oddly these are the least 


UPSIDE es DOWNSIDE ША 


Refreshingly minimalist interface; 
wide variety of melon twisters 


1 
1 
1 
1 
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Scanty documentation; quite a few of 
the puzzles merely annoy 


Unlocking the secrets of the Australian rain forest obviously. 


interesting of the bunch. In one, 
you must put a collection of 
pages depicting the stages of 
your journey in the proper order 
(only the front portrait is entirely 
visible). It's a bit like filing index 
cards that, in this case, all look 
fairly alike. In another you have 
to poetically arrange bits of verse 
pinned to a stand of trees so they 
form the correct refrain of a 
beloved (and Lewis Carrollian) 
Australian ditty. There's "some- 
thing for everyone," which is 
another way of saying the crests 
and troughs are by design. 
Xiama's let's-get-on-with-it 
jauntiness sometimes works 
against it. A book (accessed by the 
TAB key) keeps track of which puz- 
zles you've successfully complet- 
ed, and you save your progress by 
going to this book and hitting 
ENTER. Even when you do, howev- 
er, your just-finished solutions are 
purposely re-scrambled after you 
leave the area, courtesy of the 
omnipresent Peter. This is pre- 
sumably meant as a convenience 
should you want to re-do a partic- 
ular puzzle, but it is a bit disheart- 


Relaxing vista #5236876. 


ening to see any visible effects of 
your landscape restoration count 
for naught. 

You need to check out the 
game’s FAQ—a hilarious must-read 
in every sense—to learn that you 
can choose among different books 
for different players, each with its 
own animal on the “cover.” The 


1 down time for your pages of puz- 


zle scores to load is strikingly 
severe compared to the rest of the 


1 game. And don't those Olympics- 
| struck Australians know that when 
ı we reflexively hit ESC, it's to save, 


not quit to desktop? 

So, bottom line—is Xiama 
worth your time? The in-game 
reward for successful completion 


! of all 24 brain-spankers is little 


more than a cruel joke; some sort 
of collegiate degree feels more 
appropriate. But if you're patient 
by nature, or just shell-shocked 
into craving a respite from your 
louder, bloodier daily fare, Xiama 
offers enough diversity that it's a 
sure bet you'll find something 
among its tetrahedrons and but- 
terflies to awaken the gamer 
within. —Kelly Wand 
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3D Ultra 
Pinball: Thrill Ride 


Less filling, tastes great 


and sounds that accompany 

a jaunt to the local theme 
park. Spare a moment to admire 
the graceful dip of the roller 
coasters, the pungent aroma of 
funnel cakes frying in the sun. 
Breathe in deeply and inhale the 
stale scent of the unwashed 
masses crowding the entrance- 
ways to popular attractions. Now 
dare to imagine that a party of 
four can experience this and more 
within two hours for less than the 
down payment on a Porsche. 
“Impossible,” says you, jaded 
veteran of assorted family vaca- 
tions. “Justification for spending 
thirty dollars on a pinball game,” 
says Sierra, and offers you a box. 

Modeled after Pennsylvania’s 

Hershypark amusement center, 3D 
Ultra Pinball: Thrillride is a testa- 
ment to the longevity of the carni- 
val atmosphere. Given the whimsi- 
cal ambience, it's obvious that this 
title is targeted at the casual gam- 
ing side of the spectrum rather 
than the simulation freaks that 
Empire's Pro Pinball series caters 
to. Sticklers for authenticity are 
advised to look beyond the cotton 
candy sweetness, however, and 
consider pop culture icon Willy 
Wonka's sage advice: "a little 
nonsense now and then... relished 
by the wisest men." 
Pleasant surprises run deep 
throughout the lone table around 
which an entire game is based. 
Although the playing field is but 
one screen deep, dozens of spin- 
ners, targets, ramps, flashing 
lights, and moving parts alter- 
nately jostle for your attention. 


p icture the panorama of sights 


RE Pinball 
UBLISHER sierra 


REQUIREMENTS) Pentium 
133, 32MB RAM 


“MULTIPLAYER 2-4 players; 


same computer 
RATING 
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Recognizable attractions range 
from roller coasters to Ferris 
wheels and the wet n' wild log 
flume, each named in accordance 
with their Hersheypark counter- 
parts. Single or repeated rides on 
any of these vomit-inducing 
diversions add beaucoup points 
to the performance counter, with 
high score records available for 
personal admiration and compar- 
ison with players around the 
globe via WON.net. 

A steady means of progression 
is the primary feature that sepa- 
rates the wheat from the chaff in 
silverball simulations. Happily, 
Thrillride rises to the occasion by 
presenting you with an instantly 
gratifying “carrot and stick” sys- 
tem of rewards. Located slightly 
to the left of the main table is an 
area marked Thrill Zone. Rides 
situated in this area cannot be 
accessed until after a group of 
colored posts have been lit up to 
spell the word “THRILL.” Once 
that's been accomplished, you're 
able to partake in one of five 
score boosting target shoots. 

The Fun Zone, opened when 
the “RIDE” lights are lit, yields 
up another quintet of activities 
for your enjoyment. Full-fledged 
mini-games that demand their 
own screen lurk in this demesne, 
including a virtual roller coaster 
ride that corkscrews and loops 
according to the directional 
indicators struck by the ball. 
Take in the whole set of Thrillride 
attractions and you'll force the 
lights to shut off, starting the 
dazzling after-hours nighttime 
fantasy event. Half a dozen flip- 
pers placed at varying distances 
from the plunger make combos, 
skill shots, and bonus award 
receipts of the aforementioned 
magnitude possible. 

Even mundane shots have а 
knack for causing the display to 
erupt with visual stimuli. Sparks 
and confetti shoot out of bumpers 
and targets when struck, respec- 
tively. Traveling on a ramp may 
cause your shiny sphere to latch 


UPSIDE aaa 


A bevy of surprises and interactive 
mini-games 


itself onto a passing car or boat in 
preparation for multiball mode. 
Visits to the Chocolate World snack 
shop produce small pictures of 
tasty treats and souvenirs (sodas, 
pennants, candy). Balls whizzing 
around the Wave Swinger circuit 
cause the contraption to spin in 
their wake, tossing passengers 
about with wild abandon. Huge 
structures literally erupt from the | 
playing field when certain Fun ! 
Zone modes become active. ] 
Despite the misleading name, і 
however the game is not 3D. i 
Elevated constructs, designed to | 
possess spatial depth, have been ¦ 
i 
] 
1 


superimposed on 2D rendered 
backgrounds to create a three 
dimensional effect. Audible effects 
are supremely satisfying as well, 
tickling the ear with a plethora of 


2: 


—Scott Steinberg 


DOWNSIDE Ш 


One lonely table’s worth of entertain- 
ment 


Loony Toons-style zaniness. 
Enthusiastic bystanders shout out 
encouragement, whilst a deep- 
throated announcer chimes in as 
necessary to point you in the right 
direction. Peppy, cheerful compo- 
sitions lace the soundtrack, blend- 
ing in with the cacophony of play- 
ful ambient noise. 

As a whole, this package is 
enjoyable, yet somehow wanting 
in several departments. For 
instance, while one to four players 
can take turns hammering away at 
drop targets or ramps on the same 
computer, Internet play would 
have been a welcome feature. 
What’s more, regardless of how 
many sub-missions the product 
has to offer, a single table is des- 
tined to run out of steam long 
before a human’s attention span 
follows suit. Suffice it to say the 
$30 tag is a bit steep for what 
you're buying into. 

3D Ultra Pinball: Thrillride is a 
dead ringer for an afternoon at 
Six Flags or Knott's Berry Farm— 
it's packed with gooey gobs of 
fun and exhilarating attractions, 
and temporarily manages to 
convince you that the payoff is 
worth the price of admission. 


geturningAto-SainTable. 


Where'd that massive thingamabob come from?! 
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tips 


Equalizer: Use a single fighter with the Cloak of Mirrors and these beholders 
will not be a threat. 


Baldur's Gate [| 


Avenger quest. 


BALDUR'S GATE II IS AN IMMENSE GAME, AND WHEN YOU FIND THAT ONE OF YOUR 
character's weapons is not up to par, it often takes a lot of time and effort to 
locate a suitable replacement. Fortunately, with the right armaments you will 
not have to worry about those annoying "target is immune to my damage" 
messages... at least not as much. 

Read on to discover the important missions and side quests that lead to some 
of the most powerful weapons in the game. It's all broken down by weapon 
proficiency, so if you're tired of wielding that vanilla longsword *1, just skip 
forward. to the appropriate section to learn where you should look for an 
upgrade (the actual act of obtaining your prize is up to you). The skills appear 
in the order that they are listed in the game. The recommendations are geared 
towards fighter characters; class restrictions may limit your choice of profi- 
ciencies. Chances are you'll have a cleric with mace skill, a druid with quarter- 
staff skill, and so on. 


Bastard Swords 

(Not Recommended) 

It's not difficult to get your hands 
on a bastard sword, but there are 
better weapon types that offer 
more power and versatility. 


(Highly Recommended) 
Longsword is one of the best profi- 
Ciencies in the game. These popular 
weapons are moderately powerful 


Long Swords ! 
and easily available. You should | 


take a single longsword character so 
that you can use the Dragonslayer, 
if for no other reason. 


Blackrazor: Easily one of the most 
powerful weapons in the game, 
but it appears way too late to be a 
consideration when you choose 
weapon skills. Once you reach the 
Five Trials, take the evil path for 
Greed and you'll get this weapon. 


Equalizer: Cromwell, a smith that 


resides at the Docks, will forge this 
along with other powerful arti- 
facts. A gem, hilt and blade are 


| needed to construct this weapon. 


Search the large bedroom in the 
first dungeon for the pommel 


| jewel. Acquiring the other two 


pieces is trickier, and you can't 
find them until Chapter 5 (in the 
Underdark). When you embark on 
a quest to retrieve the blood of a 
powerful creature, you're given 
three options—make sure that you 


walkthroughs 


cheat codes 


Carsomyr: Lord Jierdan Firkraag in the Copper Coronet gives you the Holy 


complete all three. The Equalizer's 
blade can be found on the body of 
the first Elder Orb in the Beholder 
Dungeon. The fight is simple and 
features only the Elder Orb and a 
regular Beholder. If you have the 
Cloak of Mirroring (see below), 
give it to your frontline fighter 
and he can single-handedly 
defeat large groups of Beholders. 

Once you have the blade, head 
over to the Mind Flayer Dungeon, 
and make sure to keep a backup 
save. There's little doubt that this is 
among the most annoying and 
frustrating areas in the game, and 
you may feel that it simply is not 
worth the effort to get the Equalizer. 
Mind Flayers cast Confuse and 
Charm on a regular basis, but that 
is the least of your worries. Try to 
use as many ranged weapons and 
summoned creatures as possible, 
because Mind Flayers can kill any 
character with a mere touch. Grab 
the Hilt of the Equalizer off the table 
in the room immediately east of the 
Gladiator Arena. Take all three parts 
of the Equalizer to Cromwell as soon 
as you finish with the Underdark 
and he will repair the weapon. 


Dragonslayer: It’s obvious why the 
Dragonslayer is an important 
weapon. Don't fight any dragons 
without this weapon, as it makes the 
fights much easier. Dragon-slayer 
lies in the northeastem section of 
Firkraag's Domain. Refer to the 
"Holy Avenger: Carsomyr *5" quest 


| for details on the Dragonslayer. 


Short Sword 
(Not Recommended) 
Generally short swords just don’t 
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Carsomyr/Dragonslayer: Orange dots indicate burial mask pieces, purple dots 
are key items and the blue dot is the Dragonslayer. 


compare to the more powerful 
weapons. If you are in need of a 
short sword, however, the 
Cutthroat +4 is almost automati- 
cally acquired late in the game, 
when you retum to the dungeon 
under the Graveyard in Chapter 6 
(slow route to power, indeed). Just 
make sure to search the last couple 
of rooms. 


Axe (Recommended) 

Powerful axes are easy to come by, 
but the best axes are not as pow- 
erful as the best weapons in some 
other categories. Axe proficiency is 
among the best if you want the 
quick path to power, but you may 
have difficulty when you can't get 
access to a weapon with immunity 
to Charm or Confuse. You can pur- 
chase Azuredge and Battle Axe *3: 
Stonefire from Bernard in the 
Copper Coronet. Check out his 
wares to get your hands on these 
weapons. If you prefer to find 
weapons instead of spending 
money on them, look for Майа 
de'Amise in the Copper Coronet. 
She will approach you with an 
easy quest that shouldn't be а 
problem for any party. If you 
accept, travel to the де’Атпіѕе 
Hold and clear out the trolls. As 
you near the center of the hold, 
make sure to have your thief check 
for traps. You need to travel 
through a series of secret doors, 
one of which will lead to a group 
of golems. 

Unless you feel up to killing 
them, stand five of your party 
members by the exit and send 
one hasted fighter in to loot. 
Grab everything from the three 
statues and you'll get the Battle 
Axe *3: Frostreaver. 


¦ Two Handed Sword 

| (Highly Recommended) 

! Every party should include at least 
; one character specialized in two- 
! handed swords. These weapons 

| offer the widest range of abilities, 
| plus several good ones are avail- 

; able at the start of the game. 

| Paladins are the best characters to 
! use two-handed swords because 

| they are the only class that can 

| use the omnipotent Carsomyr. 


Holy Avenger: Carsomyr *5: One 


LONG SWORDS (Not Recommended) ; 


Carsomyr: Nothing’s quite as satisfying as looting the corpse of the fallen red 
dragon. 


of the first quests you can obtain 
yields the Carsomyr, but it will be 
¦ far too difficult for most parties to 
¦ complete the final stage early in 
| the game. It's a good idea to build 
up some levels by completing 
quests before attempting this one, 
| but try to get the Holy Avenger by 
chapter two or three. Seek out Lord 
Jierdan inside the Copper Coronet 
to initiate the quest. Two simple, 
barren areas must be traversed 
before you can reach your goal, 
the Domain of the Dragon. Simply 


head east through Windspear Hills 
and the following dungeon. Once 
you're inside the Domain, you 
need to find eight items: six burial 
mask pieces, a chapel key, and the 
Book of King Strohm III. Refer to 
the map for their locations. 
Reaching the Dragonslayer (blue 
marker) is your immediate goal. 
Once you acquire all the items, 
equip the Burial Mask on a front 
line character. There is an invisible 
fire elemental blocking the path to 
the Dragonslayer; the Burial Mask 


Equalizer Н 


Dragonslayer ! 1d8*2 


| Damage i 


Weapon 


Abilities 


Weapon | Damage | THACO ` Speed | Abilities 
Blackrazor | 1d8+3 i +3 i Regeneration: 1һр рет 5 seconds; immunity to Charm 
i i and Fear; 15% chance to drain 4 levels, heal 20 hp, grant 
haste for 20 seconds, and grant *3 STR for 20 seconds 
Varies Counts as a *3 weapon; bonus to hit and damage increas- 


es the further the target is from True Neutral alignment 
(up to *3/*6); immunity to Charm and Confusion 


Regeneration: 1һр per 10 rounds; immunity to fear; casts 
Detect Invisible (1x day); double damage vs. dragons 


SHORT SWORDS (Not Recommended) 


THACO | Speed 


Cutthroat +4 | 1d6+s i 


AXE (recommended) 


Weapon ; Damage | THACO : Speed | Abilities 
Azuredge | 1dé ! N/A | ¦ Additional 1d6+4 damage vs. undead, plus save vs. 

Н Н i death (-4 penalty) or death; returns to wielder if thrown 
Battle Axe * *2 fire damage | 
Stonefire 
Battle Axe +3: | a ¦ +1 cold damage, +1 acid damage 
Frostreaver Н i 
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Kruin- Ahal It is the wielder, the thief ond the defiler! AI) in one 
There would be three. You there! Hove you no twin broti 


T strange, Uthought — | 


Silver Blade: Slay the Githyanki that ambush you outside the Adventurer's 


Mart to complete the Silver Sword. 


Celestial Fury: The battle with the Slave Lords is difficult but rewarding. 


will allow you to see him. Save 
your game when you get to the 
Dragonslayer, because your team 
will be ambushed. Make sure you 
have the fighters blocking the 
door; the battle shouldn't be а 
problem if you're strong enough 
to best Firkraag. Once you have 
the Dragonslayer you're ready to 
enter the beast's lair. Two impor” — ' 


KATANA (Highly Recommended) 


tant (yet easy) fights impede your 
path to Firkraag. 

For every dragon encounter, you 
should follow a few simple rules. 
First, never allow them to engage 
you through dialogue. Instead, 
force the attack to get the upper 
hand. Use every defensive and aid 
spell you have to boost your team’s 
abilities, and summon creatures. 


Lilarcor: Activate the pipes to free the weapon. 


Crom Faeyr, Hammer of Thunderbolts: This secret door leads to the Mind Flayer Lair. 


Most of them won't last long, but 
they make good distractions. If 
possible, use the priest spells 
Protection from Evil and Gate 
immediately. A good pit fiend 
should be able to survive most of 
the fight. Be warned, though—pit 
fiends have a nasty fireball attack 
that they cast on top of themselves, 
so if you aren't prepared to defend 


magic resistance; casts Dispel Magic (3x day); +5 
age vs. Chaotic evil; Dispel Magic on successful hit; 


ightning Strike (1x day); casts Blindness (1x day); 
ming Thunder every hit (Stun, save vs. spell); 5% 


against the fire damage, don't 
summon one. Most offensive spells 
will be ineffective, but Magic 
Missile can often break through his 
defenses. Don't expect to be victo- 
rious on your first attempt. It's def- 
initely worth spending some time 


1 to beat this fight, as you'll be 


rewarded with the Holy Avenger 


; and the Red Dragon Scale (see 


"Platemail Armor"). 


Silver Sword: A powerful weapon 
that is easy to assemble, but you 
can't complete it until chapter 
six. After the Asylum Dungeon, 
take up Saemon on his offer and 
he'll give you the first piece of 
the sword. Once you can finally 
return to the Adventurer's Mart, 
you'll get the other half when 
you encounter a group of 
Githyanki. Although it doesn't 
match the power of the Holy 
Avenger, the chance for a death- 
blow is quite handy. 


Lilarcor: The Copper Coronet has 
a pair of secret doors, one of 


Building the basic fighter 


If you’re unfamiliar with the Baldur’s Gate ADED system, you may want to 
create a fighter as your first character. Fighters are the party’s backbone, 
handling most of the combat without assistance from the mages. Keep your 
fighter healed and you won’t run have any trouble from most fights. There 
are a few important stats to take when creating a fighter: STR, DEX and 
CON. Don’t worry about the other three stats, but make sure to max out the 
three combat stats. Half-Orcs can have a 19 STR and CON, so you can save a 
lot of time re-rolling if you choose Half-Orc as your race. Other races 
should try to roll an 18/00 STR, but remember that you can wear STR items 
to save time rolling. 

Humans make good main characters, because then you can dual-class to 
gain some abilities you would not otherwise have. This is particularly true 
for thief skills (good thieves are hard to come by). Starting as a thief will 
cost hit points in the long run, but it will help round out your team. You 
could also start as a fighter to gain the early level hit points and then switch 
to a thief, but then you lose some power. 

Instead of assigning five proficiency points to one weapon, you could 
divide the points between two proficiencies. This allows for more combina- 
tions with two-weapon style. Longswords, katanas, warhammers, and two- 
weapon style make for a good skill combination. Weapons like the 
Dragonslayer and Equalizer will be available to round out your character 
for various situations, while you have the power of the Celestial Fury and 
Crom Faeyr for most fights. Since the Crom Faeyr gives you 25 STR, you can 
wield it in your offhand and gain a significant damage boost for your pri- 
mary weapon. 

If you dual-class a fighter to gain thieving abilities, you might want to 
take a thief kit (such as the swashbuckler or assassin) that will increase your 
natural abilities. Taking the swashbuckler kit will give you a natural AC 
bonus, while the assassin has a powerful "poison weapon" skill. These abili- 
ties can help make up for the loss of hit points. "Find traps" is probably the 
most important ability to give your main character. You can detect traps 
while wearing platemail, so it doesn't hurt your defensive capabilities. The 
"disarm traps" skill cannot be used while wearing armor, however, so 
you're faced with the annoyance of having to change your equipment every 
time you come across a trap. "Open lock" is always handy to have, but you 
can use the second-level mage spell "Knock" instead. Focus your points on 
the "find traps" skill and no trap in the game will be too difficult to disarm. 

You can also opt for fighter-like classes such as the ranger and paladin. 
Both make excellent frontline characters, and rangers can take the archer kit 
(good for ranged attacks). Monks are exceptionally powerful at high levels, 


Sometimes the best thing to do is to send your best fighter in alone. 


but it is difficult to recommend them as a primary frontline character. They 
will not start out as strong as a fighter that gets his hands on a good 
weapon and a suit of platemail. By the time a monk gains his true strength 
your party will already be strong enough to handle everything in the game. 

Paladins should always take two handed sword proficiency because they 
are the only ones that can use the Holy Avenger: Carsomyr *5. Don't try 
rolling for an 18/00 unless you have a lot of time on your hands—paladins 
require too many points to get an 18/00 and good stats. Get the Girdle of 
Hill Giant Strength from the Adventurer's Mart instead. 

If you take an archer you will want short bow proficiency. The first thing 
you should do is go on the quest for the Tuigan Bow *1, a weapon you can 
use for the rest of the game. It's a good idea to put some points into melee 
weapon skills for when you enter close combat. Longsword is also a 
good choice. 


"Find Traps" is the only thief skill that can be used while wearing 
heavy armor. 


Even the Holy Avenger is no match for a dual-wielded Blackrazor and 
Celestial Fury. 
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SCIMITAR (Not Recommended) 
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+3 id 


Weapon j Damage | ТНАСО | Speed | Abilities 

Scimitar | 148+3 | *3 | 2 | +2 AC 

+5, Defender ; : | i 

DAGGER (not Recommended) 

Weapon i Damage | ТНАСО | Speed | Abilities 

Fire Tooth *3 | 2d4*3 | | 142 fire damage; returns when thrown 


WARHAMMER (Highly Recommended) 


Weapon Abilities 


Damage ; 


THACO | Speed | 


i ¦ Sets STR to 25; Slays Stone Golems, Clay Golems, Ettins 
¦ and Trolls in one hit; additional lightning damage (not 
i shown in stats) 


2de3 i »5 i 


Crom Faeyr | 


SPEARS (Not Recommended) 


Weapon  ; Damage | ТНАСО 


¦ Abilities 


Spear of 146+% +h * poison damage 


Withering +4 


HALBERD (recommended) 


Weapon ; Damage | THACO : Speed | Abilities 
Halberd +4: | 1d10+4 i th i 5 ; 15% chance to do +15 damage; Slays Fire Elementals, 
Wave H Н | Efreeti and Salamanders 


FLAIL (Recommended) 


Abilities 


Weapon 


Flail of Ages *3 


MACE (Not Recommended) 


Weapon | Damage i THACO | Speed | Abilities 


| 2-12+4 damage vs. undead, plus they must make a sav- 
ing throw (-4 penalty) or be destroyed 


+1 acid damage, +1 cold damage, +1 fire damage 


Mace of 
Disruption *1 


Skullcrusher +3; 1d6*4 +2 damage vs. humanoids 


QUARTERSTAFF (Not recommended) 


Weapon } THACO | Speed | Abilities 

Staff of the | +h +3 AC; Barkskin (AC 3); Summon Shambling Mound (1 
Woodlands H ¦ charge); Enhanced Charm Animal; Druids only 

Staff of | М/А 

Rynn +4 i i i 


CROSSBOW 


Weapon | Damage ; THACO | Speed | Abilities 

Ec +1 | +1 | 4 | +1 attack 

of Speed 4 | | d 

Weapon i Damage | THACO | Speed | Abilities 

Tuigan Bow “| +1 | +1 i Three shots per round (skill can increase it beyond three) 


i 5 


leads to the sewers. Search the 
sewers for four items (depicted on 
the map): Vallah’s Hand, the 
Lover's Ring, the Shaman's Staff 
and the Friend's Blood. Search the 
grate in the left room for the hand 
and pull the ring off the skeleton 
on the wall. Once you've done 
that, kill the peaceful kobolds and 
loot the shaman’s corpse, then kill 
the peaceful carrion crawler for 
the blood. Walk to the pipes and 
use them in this order: 3, 1, 2 and 
4. Carry the Lilarcor with you for 
the entire game. It doesn't have 
the raw power of the Holy 
Avenger, but sometimes you need 
the immunities. 


Katana 

(Highly Recommended) 

Despite the in-game wamings 
against taking katana skill 
(because they are rare), this is one 
of the better weapon choices 
available. Try to give at least one 
character katana proficiency. 
Celestial Fury is an awesome 
weapon—one of the best in the 
game. It does the damage of a *3 
two-handed sword, plus it offers a 
good selection of abilities. 
Additionally, you can acquire the 
Celestial Fury early in Chapter 2, as 
the quest is extraordinarily simple 
(but not easy). The "Slave Lords" 
quest is one of the most rewarding 
in the game, and it only involves 
two fights. Head over to the 
Temple District and enter the 
Guarded Complex on the right side 
of the map. A pair of magicians 
will greet you and tell you to 
leave, but if you continue forward 
you will have to fight a host of 
summoned creatures. 

Although difficult for a low- 
level party, this fight is nothing 
compared to the upcoming battle. 
Defeat the creatures and head 
back to an inn for rest. When 
you're prepared to take on the 
Slave Lords, spell up your team by 
the stairs. Make sure to use every 
beneficial spell you know, espe- 
cially haste and defensive cleric 
spells. The upper floor is filled with 
strong, unique enemies. Koshi is a 
good first target, as he holds the 
Celestial Fury (and another 
weapon) and will be inflicting sig- 
nificant damage on your party. 
Don't move into the room (it is lit- 
tered with traps), and make sure 
to cast resist fear. If you have an 
Assassin on your team, this is a 
relatively easy fight. Simply use 
poison weapon with a bow, and 
then shoot each enemy once. The 
poison will interrupt most of their 
attacks and spells. 

This fight poses a problem for 
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Crom Faeyr, Gauntlets of Ogre Power: Check the halfling corpses for a piece of 


the Crom Faeyr. 


teams that are weak in melee com- 
bat, since it features some of the 
strongest melee fighters in the 
game. Despite this, it's a good 
idea to make this your second 
quest, right after you get your 
hands on a little equipment to 
round out your team. A powerful 
katana is not the only reward 
you'll get, as there are multiple 
suits of magical platemail (and full 
plate) spread throughout the room 
and on the corpses. 


(Not Recommended) 

Simply put, the selection of 
weapons available for scimitar 
users is inadequate. Drizzt's 
Defender is an excellent weapon, 
but you can't keep it for long 
under normal circumstances. 
Don't worry about finding Drizzt... 
he'll find you. 


Dagger 
(Not Recommended) 


Scimitar | 
You would be better off choosing | 


other weapons instead of daggers, 
but if you do take daggers the Fire 
Tooth *3 is surprisingly strong for 
its weapon class. Buy it from the 
Ust'Natha (Drow City) Bazaar. 


Warhammer 

(Highly Recommended) 

Ah, yes... the almighty Crom Faeyr. 
One of the most difficult artifacts 
to build, but its power is undeni- 
able. Equipping this warhammer 
in the off-hand of a character with 
two weapon style can be incredi- 
bly effective, especially if you 
equip a Celestial Fury or similar 
weapon in the primary hand. 
Having that 25 STR hit/dam bonus 
applied to your weapons boosts 
damage significantly. This is also 
an excellent weapon to pair with 
the Dragonslayer sword. Because 
the Crom Faeyr is so powerful, 
warhammers are one of the best 
proficiencies in the game. 
Cromwell the smith needs four 
items: the Hammer of 
Thunderbolts, Gauntlets of Ogre 


Crom Faeyr Scroll: The Shadow Dragon is the final obstacle before you can 
assemble the Crom Faeyr. 


[ше 


| 


HE 5 
5 | The forty Has 


Crom Faeyr Scroll: A wounded party heals up after a lich battle. 


NPC Profile: Imoen 


Crowd control, Imoen style. 


STR=9; DEX=18; CON=16; INT=17; WIS=11; CHA=16 

Definitely one of the most surprising return characters from the original 
Baldur's Gate, this time around Imoen is actually useful. She's a dual-classed 
mage/thief with 95 Open locks and 85 find traps, so she can handle most of 
your thieving needs. Since there's no way to give her more thieving skill 
points, it will be necessary to have another thief that can attain higher skill 
levels, as she won't have enough skill late in the game. Imoen’s usefulness is 
rooted in her magical abilities (the levels she gains as a thief actually help by 
giving her more hit points). Only Edwin makes a better mage (he has an 18 
INT), but he's a conjurer (and a certified jerk). With her 9 STR, Imoen can't 
carry much loot at all... even scrolls can encumber her. 

Nevertheless, Imoen is one of the most all-around useful characters you 
can get to join, as she doesn't have any of the serious disadvantages that 
tend to haunt many other NPCs. Keep Imoen in your party whenever you 
can and she will develop into an important and strong character, forming 
the magical backbone of your team. There's no other mage that can match 
Imoen's defensive strength—she gains the AC bonus from 18 DEX and maxi- 
mum hit points at 16 CON, along with many levels of thief hit point 
increases. As an added plus, Imoen is not nearly as annoying as she was in 
the last game. 

Getting her to join: Imoen automatically joins you at the start of the 
game, and although she leaves for a time she will rejoin you later in the 
game. Don't worry about her experience too much—she receives an experi- 
ence boost when she comes back. 
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NPC Profile: Minsc 


Will be freell These bonds will not hold my wrath! Butts will be liberally 
kicked in good measurel! 


Minse? Your mighty warrior spirit must find these bars unbearabiel 
Can you contral your anger long enough Io safely teave this place? 


‘remember traveling with yo w did we get here? 
if youve anything of volue 10 now, and without such waiting. 


Guess you have to take help wherever you can find it... 


STR=18/93; DEX=16; CON=16; INT=8; WIS=6; CHA=9 

Ah, Minsc—everybody’s favorite character from the original game, and for 
good reasons. Aside from being genuinely useful as a frontline fighter, Minsc 
has a most appealing personality (largely due to a head injury). Boo, the 
Miniature Giant Space Hamster, is Minsc’s companion and mentor. Minsc him- 
self is a ranger with well-rounded stats, and he performs well in combat situa- 
tions (in addition to making things just a little more fun when he’s around). 
One of Minsc’s primary advantages is his 18/93 STR, which is a rarity in NPC 
characters. With an 18/93 STR, Minsc does not need to wear STR-boosting 
equipment like the other fighters do. Unlike Keldorn Firecam, Minsc has a lot 
more freedom in choosing his equipment, as he is not locked into wearing stat- 
boosting items. 

So what's wrong with Minsc? Well, nothing significant... he has no major 
disadvantages, but he could definitely use a boost to his DEX and CON. 
Actually, one of his strengths is that he does not have a serious weak 
point... but this can also make him weaker in the long run. You will proba- 
bly end up giving the best equipment to characters that need it more (such 
as Keldorn). 

Getting him to join: Minsc is caged in the same room as you at the start of 
the game. Get him mad and he will break free and join your party. 


* JANUARY 2001 
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Succeeded 
ucceeded 


[| Kalin- Hide In Shadow: 
Kalin- Hide In Shade 


Don’t forget to search the blood pools. 


Power, Girdle of Frost Giant 
Strength and the Crom Faeyr 
Scroll. One of the reasons the Crom 
Faeyr is so powerful is because it 
requires you give up multiple 
good items to build it, instead of 
the worthless pieces that make up 
the other artifacts. 


Hammer of Thunderbolts: When 
you travel to the Temple District, 
you'll witness some events that 
show the formation of a new cult. 
Speak to the priest that approaches 
you and accept his quest. He will 
give you a key. Open one of the 
many sewer grates to travel under 
the city on the first step of your 
quest for the Crom Faeyr. Use "find 
traps" and search the east side of 
the northem wall. A secret door 
leads to a Mind Flayer Dungeon. 
This dungeon is simple and 
straightforward—just follow the 
path until you reach the final room. 
Take the Hammer of Thunderbolts 
from the center of the room. 


Gauntlets of Ogre Power: First, 
you must unlock the Umar Hills 
area. Head to the City Gates and 
speak to Delon, then travel to the 
Hills. Seek out the cabin in the 
northwest corner, and get Valygar 
to join your party. He is the key to 
the Planar Sphere. Once inside, 
enter the left room, slay the golem 
and loot the keys from a nearby 
chest. This grants you access to the 
north door. Just to the left of that 
room you'll find a large pack of 
rabid halfings; kill them and check 
the loot. Entu is carrying the 
gauntlets you need. 


Girdle of Frost Giant Strength: 
On the "creature's blood" quest in 


| Crom Faeyr Scroll: This fina 


the Underdark, travel to the Kuo- 
Toan Dungeon on the left side of 
the map. Once inside, head to the 
room in the far southeast. Stand 
before the massive gorgon statue 
and summon a creature. Moving 
the creature to the statue wil 
release five powerful Demon 
Knights. Defeat them and reap the 
rewards, including the Full Plate 
+3: Armor of the Hart. 


item 
is not easily obtained. In the 
Ranger's Cabin in Umar Hills you'll 
see a note lying on the floor. Read 
it to get a new location on your 
map, the Temple Ruins. Travel to 
the Ruins and head to the northeast 
comer, activate the mirrors and 
descend into the dungeon. Hordes 
of shades will beset your party, but 
they should pose no real threat. 
Once you're in the dungeon, enter 
the first room and get Amauna's 


| Bones from the table. Proceed north 


and speak to the statue, then 
answer his questions 2, 3, 1. Speak 
to him again and answer 3, 1, 1. You 
must talk to him yet again, this 


! time answer 1, 3, 2, and he will give 


you the Sun Ray Symbol. Search to 
the south and grab the Sun Gem 
from the pedestal. 

Depending on how strong you 
are, the next phase will be a wel- 
come change of pace... or it will 
be a series of aggravating battles. 
Either way, two liches await you, 
but fortunately you don't fight 


| them at the same time. They'll also 


bring of host of undead to aid 
them, including greater mummies. 
Try leaving any clerics behind to 
keep them out of danger. After the 
second lich there's an optional 
puzzle. In order to cross the floor, 


Flail of Ages *3: Looting these statues frees the nearby golems. 
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start in the lower right comer and 
work your way to the middle 
square at the other end. Step in 
the wrong place and a flamestrike 
will hit you. Of course, the reason 
this puzzle is optional is because a 
well-equipped warrior can walk 
right across without taking any 
damage. Check the wall in the 
right room for a small panel, and 
the final piece of the symbol, 
which grants you access to the 
final тоот. 

Liches have a nasty range of 
spells, but they aren't quite as 
strong as the next obstacle—a 
Shadow Dragon. That is, unless 
you're high level and dragons no 
longer pose a threat (liches, on the 
other hand, always have death 
spells). Rather than initiating dia- 
logue, you should surround the 
dragon and attack him in force. 
Keep your mages and clerics as 
[ат back as possible to protect 
them, and make use of whatever 
summon spells you have as dis- 
tractions. Protection from Evil and 
Gate is an excellent combination, 
as the pit fiend that appears will 
distract the dragon for a long 
time. Although you can fight the 
Shade Lord after the dragon, 
there is really no challenge in that 
fight (considering what you had 
to go through to get there). When 
you retum to Cromwell you'll get 
your rewards for completing 
some of the best quests in the 
game—the Crom Faeyr and the 
Shadow Dragon Scale (see 
“Leather Armor”). 


Club (Not Recommended) 

There are a few decent clubs 
available throughout the game, 
but there really isn’t much reason 
to choose them over other 
weapon types. 


Spears 

(Not Recommended) 

Halberd (Recommended) 
Cromwell will assemble the Wave 
if you bring him the blade and 
the shaft. Finding the blade is 
simple—kill the Sahuagin Prince 
in chapter five. Getting your 
hands on the shaft requires a bit 
more work. Go to the Sewers 
under the Temple District and 
search for secret doors on the 
north wall. Take the one to the 
left of the center. That leads to 
Mekrath’s Tower. Work your way 
through that area and complete 
the quest offered at the Five 
Flagons Inn, and upon its com- 
pletion you will be given another 
question that takes you to the 
Astral Prison. Kill the Warden to 
get the shaft. 


STR=10; DEX=17; CON=9; INT=16; 
WIS=16; CHA=14; 

No other character can compete with 
the spell selection Aerie offers. If you 
want a character that always has a 
spell that you need ready and wait- 
ing, this multi-class cleric/mage is the 
best choice. With her knowledge of 


That thing is a winged elf? 


LEATHER ARMOR 


Armor 


NPC Profile: Aerie 


cleric and mage spells, it is tough to 
run her dry before you go to rest 
again. Versatility is Aerie’s primary 
asset, and it will often make up for her 
lack of high-level spells. While you 
may not want to make Aerie your only 
spellcaster, she works great with a 
pure cleric and mage in the group, as 


Abilities 


you get the high level spells but you 


can cast with much greater frequency. 


Her weakness stems from having 
only 16 INT and 16 WIS, thereby less- 
ening the number of spells she gets. 
It also takes her longer to get to high 
level spells, since she must level both 
classes at the same time. By the time 
you reach the end of the game she 
will be quite powerful, but for some 
parties it’s better to have spellcasters 
that gain power earlier in the game. 

Overall Aerie’s stats are quite 
poor, as she doesn’t have anything 
that is particularly high and she 
could benefit from a couple more 
points in most of her stats. Don’t 
worry about this disadvantage crip- 
pling her, however, as she is still one 
of the best characters available. 

Getting her to join: Immediately 
after escaping the first dungeon, 
enter the circus tent just southwest of 
your position. Aerie is the ogre that 
you meet inside the tent. Do as she 
asks to dispel the illusion and get her 
to join the party. 


Shadow Dragon Scale 


Human Flesh +5 


+50% acid resist 


; evil characters only 


CHAINMAIL ARMOR 


Item Name 


with magic rings/amulets) 


+15% fire and acid resistance 


Abilities 


Armor | АС | Abilities 

Chain Mail *5; Crimson Chain | 0 | N/A 

PLATEMAIL ARMOR 

Armor | Abilities 

Red Dragon Scale | +50% fire resistance; not considered magical) doesn't conflict 


Boots of Speed 


Guantlets of Dexterity 


Cloak of Mirrors 


Ring of GAXX 


Increased movement speed 


Sets DEX to 18 


Reflects spell damage 


+2 AC; *2 saving throws; +10% magic resistance; immunity to 
poison and disease; regenerates 1 hp every 3 seconds; Invisibility 
(tx day); Improved Haste (3x day) 
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Cleric: Level t8 

Experience: 1439605 
il Next Level: 2475000 
۹ ==» 


DEXTERITY 


NTELLIGENCE 


Evil 
Ф - Resist Fear 


Proficiencies 
| Base THACO 10 


WISDOM 


THACO: 3 
N К 


2, 


At high levels, Viconia commands an impressive array of priest spells. 


STR=10; DEX=19; CON=8; INT=16; WIS=18; CHA=14; 

There is no better cleric NPC available in the game. In fact, Viconia is the only 
pure cleric NPC in the game. With a WIS score of 18, she makes an excellent 
healer. All NPC-based teams should get Viconia because she will provide the 
high-level cleric spells much earlier than the multi-class clerics. Resurrection 
and Heal can save a lot of pain, frustration and reloads. You will want to have 
Viconia join your party at the start of chapter two to begin building up her 
experience. As soon as you get to the high-level priest spells you will not need 
to reload nearly as often. 

The primary reason to avoid taking Viconia is that she is a drow. As such, 
her presence lowers the reputation of your party by two points, effectively 
increasing the prices in shops (not that gold is ever much of an issue). This 
isn’t a permanent reduction—you regain the lost reputation whenever she is not 
in the party. Secondly, she has a horrible CON. A cleric with low hit points is a 
bad thing, because they need to stay on the front line to cast healing spells 
(and if they die, it’s reload time). 

Getting her to join: Check the left side of the Government District and you 
won't be able to miss Viconia. An angry mob has discovered her identity and 
they're about to burn her at the stake—unless you do something to save her. 
Walk right past the crowd, untie her and then take care of the fanatics. If you 
want Viconia to join, you must free her before you leave the area, or the next 
time you arrive she will be burned to death. 


Flail (Recommended) 

Flail proficiency is an excellent 
choice for secondary fighters. One 
of the first quests you should 
undertake (de'Amise Hold) yields 
the Flail of Ages *3. Speak to Nalia 
de'Amise in the Copper Coronet, 
and then take her quest. Within 
the Hold you'll collect three flail 
heads (one of them guarded by 
golems), take the three heads to 
the forge on the west side to make 
the Flail of Ages *3. 


of the residents of the Svirfneblin 
Camp in the Underdark, will give 
you the Skullcrusher *3 as a reward 
for completing his quest. 


Quarterstaff 

(Not Recommended) 

Staves are another weapon type 
that you should generally only 
choose when you have no other 
option. The Staff of Rynn +4 is 
available at the Adventurer's Mart 
(it's pretty expensive, though). 
You will automatically acquire the 
Staff of the Woodlands when you 
complete the main quest in chap- 
ter seven. 


Mace (Not Recommended) 

Mace of Disruption *1: Great for 
killing undead. Check in the dun- 
geon under the Graveyard District. 
Crossbow 


Skullcrusher *3: Goldander, one Crossbows are a good option if 


Ring of Gaxx: Gain access to the Cult of the Unseeing Eye to find the Shade Lich. 


you have two ranged attackers; 
otherwise you don't really need 
one. A good stock of lightning 
bolts in a Light Crossbow of Speed 
can deal out damage fast, but you 
won't get as many attacks as you 
would with a short bow. Purchase 
this weapon from the Bernard in 
the Copper Coronet. 


Longbow 

(Not Recommended) 

Normally longbows would be a 
good choice, but there are not 
many good longbows in Baldur's 
Gate 2. Choosing longbow skill 
won't hurt you, but it won't help 
you much either. 


Short Bow (Recommended) 
Surprisingly, short bow is proba- 
bly the best missile proficiency 
you can take. Tuigan Bow +1 is 
available early in the game and it 
offers a high rate of fire. To 
acquire the Tuigan, travel to the 
Copper Coronet and explore the 
eastern region of the facility. 
You'll need to free some slaves to 
complete the quest, but all you 
need to do in order to get the 
bow is travel to the southeastern 
section and slay the Beastmaster 
(and then snatch the bow from 
his corpse). 


Slings 

Definitely not the most powerful 
weapons around, but slings are 
often the only missile weapons 
that your spellcasters can use. 


Leather Armor 

Leather armor is surprisingly 
good, primarily because of the 
Shadow Dragon Scale, which 
allows you to have the armor class 


of full plate on your thief. Refer to 
"Warhammer: Crom Faeyr Scroll" 
to learn how to reach the Shadow 
Dragon. As for the Human Flesh 
*5, evil parties receive this as a 
reward in Chapter 5. 


Chainmail Armor 

There's nothing particularly special 
about chainmail. If you have any. 
character that uses chain, make 
sure to buy the Crimson Chain from 
the Adventurer's Mart after you 
retum from the Underdark. 


Platemail Armor 

A good suit of full plate mail can 
drastically boost a character's 
defensive capabilities. Give plate 
armor to as many of your charac- 
ters as possible. 


Red Dragon Scale: Defeat 
Firkraag, the Red Dragon, and take 
his scales to Cromwell. This is the 
best armor in the game because it 
is not considered magical (thus 
you can wear a ring of protection 
*2 at the same time). See "Two 
Handed Swords: Carsomyr" for 
details on Firkraag. 


Full Plate +3: Armor of the Hart: 
Dropped by the Demon Knights in 
the Kuo-Toan Dungeon. See 
“Warhammers: Girdle of Frost 
Giant Strength” for details. 


Plate Mail +4: Gorgon Plate: 
Good parties will receive this 
armor at the end of Chapter 5. 


Miscellaneous Items 

Item Name Abilities Boots of 
Speed Increased movement speed 
Gauntlets of Dexterity Sets DEX to 
18 Cloak of Mirrors Reflects spell 
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Ring of Gaxx: Kangaxx's small house is the green dot on the map. 


damage Ring of Gaxx *2 AC; *2 
saving throws; +10% magic resis- 
tance; immunity to poison and 
disease; regenerates 1 hp every 3 
seconds; Invisibility (1x day); 
Improved Haste (3x day) 


Boots of Speed: When you're 
inside the Asylum Dungeon in 
chapter four, you'll find a token 
machine. There are about 20 
tokens spread throughout the 
level. Putting tokens in the 
machine gives you an item. What 
you receive depends on how many 


NPC Profile: 


STR=17; DEX=9; CON=17; INT=12; 
WIS=16; CHA=18; 

If you are not a paladin, you need 
to recruit Keldorn Firecam. It's as 
simple as that. He is the only pal- 
adin NPC, and thus the only charac- 
ter capable of wielding the Holy 
Avenger: Carsomyr *5 (unless your 
main character is a paladin). 
Firecam has two unique items in his 


n- Hall and фо no further laymen! There be a grave 
yel to find, Please, forgive the harshness of my 1 


Place, 


tokens you put in—every 5 tokens 
give you a different item. Place 15 
tokens in the machine to get the 
Boots of Speed. 


Gauntlets of Dexterity: This item 
is important if you take a team of 
NPCs, as they often have poor 
DEX. To get the gauntlets, take 
the "Unseeing Eye" quest in the 
Sewers under the Temple District. 
In the western region of the Cult 
there is a hidden door past the 
Shade Lich that goes to the Rift 
Dungeon. Once inside, kill the 


chance to cast death spells. 


Empathic Manifestation by tar- 
geting it with heal spells. Speak 
to the Avatar and Sassar and 
you'll be directed to Tad, who 
opens up the passage to Ghoul 
Town. Find the lich in Ghoul Town 
and loot the bones to get the 
Gaunlets of Dexterity. 


Cloak of Mirrors: Considering 
how powerful this item is, getting 
your hands on it is an extraordi- 
narily simple task. When you're in 
the Sahuagin City, travel to the 


; center of the map and kill the 


Keldorn Firecam 


possession—Hallowed Redeemer is 
his Two Handed Sword +2 that has 
the special ability to deal five points 
of magical damage to anyone that 
hurts him, but that weapon will 
ultimately be replaced. His armor 
cannot be removed, but that does- 
n't matter. Firecam's Full-Plate 
Armor gives an armor class of O 
(Full-Plate +1), +1 to saving throws, 


Г 
source of which I have 
your business in Ihis 


You should know better than 10 ask questions of people wha wander Ihe sewers 


We have been sent by the chur 
= A grave evil, you say... Of wh 
it here be an evil еге, od m. 


rch these depths for missing followers. 


d who are you 10 seek il oul? 


yay that we are quite well equipped for it. 


Keldorn is waiting in the Sewers under the Temple District. 


and it grants permanent free action 
as the spell. That means that, unlike 
wearing a Ring of Free Action, you 
can still make use of haste spells. 

On the downside, Keldorn doesn't 
even have an 18 STR, let alone a high 
18/xx, and his DEX is a pitiful 9. 
You'll want to fix these problems as 
Soon as you get the chance, by pur- 
chasing a Girdle of Hill Giant Strength 
(Adventurer's Mart) and finding the 
Gauntlets of Dexterity (see 
"Miscellaneous Items"). Get these 
two items equipped and Keldorn’s 
combat prowess will double. 

Getting him to join: Travel to the 
Temple District and witness the 
upstart of a new cult. One of the 
priests will approach you, do as he 
asks and meet with him. Head down 
into the sewers once you accept his 
quest, and explore the first under- 
ground area. You'll find Keldorn 
Firecam standing by the tunnels that 
lead to the Cult of the Unseeing Eye. 
Let him know that you seek to 
cleanse the evil and he will offer to 
join your party. 


Ring of Gaxx: Hit Kangaxx the Demi-Lich hard and fast before he has a 


Priestess. You'll loot this cloak 
from her corpse. From this point 
on, any encounters with beholders 
or other monsters that rely on 
damage spells will be easy. 


Ring of Gaxx: This is the best ring 
in the game, and for a good rea- 
son. You need to fight the hard- 


| est monster in the game—a 


demi-lich—in order to get it. If 
your party is strong enough to 
kill the demi-lich, then you can 
probably swat dragons like flies. 
Before you can fight the demi- 
lich, you have to complete a seri- 
ous of mini quests. 

Search the houses by the water 
on the south side of the Bridge 
District. One of them has a cellar. 
Use the tomb in the cellar and the 
Elemental Lich will appear and 
fight you. Get the Golden Torso 
after you slay the lich. 

Look in the Cult of the Unseeing 
Eye for the Shade Lich. Try to enter 
the Cult peacefully and they'll give 
you a key that will grant you 
access to the lich. Defeat him and 
take the Golden Arms & Legs. 

Kangaxx, the final lich, rests in 
the cellar of a locked house in the 
middle of the Docks District. A 
minotaur trio stands guard, so 
you'll know if you're in the right 
place. Free him and you'll have 
to defeat a lich that will trans- 
form into a demi-lich when it 
dies. Breach, pierce magic, ruby 
ray, improved haste and scrolls 
of freedom will all definitely 
come in handy. It's quite possi- 
ble to slay the demi-lich without 
running into any trouble, but if 
you give him time to build up he 
has several deadly attacks that 
you cannot defend against. A 
Carsomyr-wielding Paladin 
makes a great asset in this battle. 
—David Ryan Hunt 
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Eden Market under siege; Julie's checking out the valve that kills the Binder. 


Save your rare ammo for fights against big monsters. 


Heavy Metal FAKK 2 


NAVIGATING THE WILDS OF EDEN DOES NOT NEED TO BE DIFFICULT, SO LONG AS YOU 
remember a few key pieces of advice along the way. If you do find yourself mired 
in the Mooagly Swamp or baffled by the Bridge of Reason, the walkthrough below 


should pull you through. 


Doors in Eden have two triangular panels to each side that blink on and off if the 
door is passable. Use this visual clue to save you the time of trying locked doors. 


Health plants regenerate after a short time, so hang around and harvest new 


crops of berries until your health is back to full. 


Outskirts of Eden: navigate these hanging platforms by standing at one end 


and then running quickly to the other. 


7 


A running figure icon in the 
lower right hand corner of the 
screen indicates the level exit. This 
means that it is safe to leap into 
whatever dark, yawning abyss into 
which Julie happens to be peering. 

If a pool of Eden water is handy, 
step into it before collecting any 
nearby water vials. The Eden 
waters will return your water level 
to 50% for free; the vials will add 
to that amount. 

Many enemies carry items, so 
stick around and kill a few spawn- 
ing enemies if you have the health 
and swordsmanship to do so. 

If you are holding a two-hand- 
ed weapon, put it away before 
attempting jumps that will require 
you to hold onto a ledge. 


Chapter 1: The town center 
Things begin to go awry on Eden, 
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and only Julie can set them 
straight. Fortunately, you control 
Julie rather than one of her myri- 
ad friends (who have trouble 
defending themselves against a 
simple Vymish). 


Eden Homes 

Julie's first hint that something is 
truly awry in Eden comes when her 
friend Garrett plunges headfirst 
through a roof. 

“Oh no, Garrett!” To your right 
is a walkway with a railing. Leap 
across, pull yourself up, and cross 
e street via a clothesline strung 


tl 
ı above you. Climb up to the roof 
a 


nd drop through the Garrett- 


1 shaped hole. At the bottom, push 


a bale of hay so that you can 
climb to the next room. 


The Vymish Mama 
Unfortunately for Mama, four green 
glowing rocks surround her nest; 
each will explode when you place a 
detonator (weapon #4) nearby. 
"Looks like I've found the 
queen bee. " Stay out of Mama's 
searchlight. Stand behind boxes 
when it sweeps past you. When 
her back is turned, run to a green 
rock and place a detonator. 
Scamper back to the boxes and 
use them as cover while you kill 
the Vymish that fly at you after 
the explosion. Destroy all four 
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Eden Cliffside: shimmy outside the range of the huge claws before pulling 


yourself up. 


rocks in this manner, and Mama 
will give up the ghost. 


Town Center 

Julie sees Ariel holding her doll at 
the far end of a courtyard. A 
ghostly image of a Flesh Binder 
appears next to the little girl. 

"1 must be losing it. Maybe I 
should go back to bed!" To your 
left is a hallway that leads to your 
friend Carrie. Talk to her, and she 
will confide that there is a Fire 
Sword nearby. If you look up and 
to your left while you speak with 
her, you will see a hole in the wall 
up above; the sword is in there. 
When you retum to the courtyard, 
speak with the pair of people 
standing by the fountain. 


Eden Sewage 

Julie is faced with a great deal of 
machinery that occupies a cavern 
in the sewers. Her only friend is a 
button on the wall. 


Push the button, and then leap 
onto one of the small lifts that are 
rising nearby. From the lift you can 
leap to the bridge that was activat- 
ed when you pushed the button. 
Exit the bridge before it withdraws. 

A switch in a nearby room will 
activate a three-armed contrap- 
tion. Leap to one of the three pads 
and, at the top, make two leaps 
across the machinery to a room 
with three pads. A switch at the 
bottom will activate the pads, 
allowing you to ascend to the top. 


Eden Shield Generator 

Julie enters the generator room. 
You need to get her to the far side 
and ride the elevator up to the 
crystal controls. 

“Looks like | need to align the 
crystals.” Rotate the cranks on 
each control until the computer 
voice assures you that the corre- 
sponding crystal is aligned. Once 
all four are aligned, a bridge will 


Swamps Confrontation: from the circular platform, leap through the hole in 


this roof. 


Health berry plants replenish themselves; stick around until you’re at 100%. 


link you to a glassed-in area that 
contains a button you need to 
push. Of course it goes without 
saying that you should push every 
button that you find, right? 


Eden Market under seige! 

Julie returns to town only to find it 
populated with new monsters that 
take pleasure in ejecting the vil- 
lagers through the windows of 
their own homes. 

"My weapons aren't going to 
cut it against these things.” 
Straight ahead is a building with a 
roof you can climb onto. Enter the 
door up there and go through the 
house, dropping down into the 
living room and exiting out onto 
the balcony. 

Across from you is a rope anda 
cage full of Shglieks. Use your 
sling to open the door, and th: 
Shglieks will distract the patrolling 
Flesh Binder, allowing you to climb 
the rope. At the top, enter the door 


The Wind of Spir 
point. 


and walk through two rooms until 
you are standing on an awning. 

A pipe stretches across this gap, 
allowing you to access the far roof 
without fighting the Flesh Binders. 
Climb with the help of а crate, and 
push a leaning crate through a 
glass roof below. Jump through 
the hole in the glass and go ou 
side. Immediately run to your left 
and locate a valve on the wall. 
Turn it to release steam that will 
destroy a nearby Flesh Binder. 

Standing at the valve, turn 
around and look behind you. A 


ı wooden structure allows you to 


climb up onto the roof, where you 
can dump a load of pipes down 
onto a pair of Flesh Binders below. 
Jump down and continue, using 
a switch on the wall to drop a 
metal propeller down onto a pur- 
suing Flesh Binder. Past the pair of 
Eden-water pools is the door to 
Otto's shop. Walk up to the door 


' and it will activate. 


: the exit is to your right, but first you must go left at this 
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The “Danger” sign on the wall is an understatement. 


44 зв? ж 
horizontal. 


Otto's Shop 

It seems as though the Flesh 
Binders have had their way with 
Otto's shop, given the clouds of 
steam and fire spouting from the 
punctured equipment. 

A crawlway to the right of the 
first doorway allows you to bypass 
some painful fire and steam. In the 
next room, pulling a switch and 
pressing a button twice will open 
a bookshelf; behind it are 
weapons, an elevator, and a long 
talk with Otto. 

"But, Otto, | won't leave you!" 
Ride the elevator up, and then 
jump across the three moving 
pads into the tunnel that leads to 
the next level. 


Towncenter attacked! 

The townspeople are either bar- 
becued, or in the church listening 
to an inspirational speaker. 


The Bridge of Reason: leap onto the bridge just before its arms return to the 


ET 


Outfitted with the latest in heroic 
clothing, Julie says, without any 
apparent irony: "Groovy! Time to 
kick some butt.” 

Out in the courtyard, take a right 
and enter the church. A door to the 
left of the pulpit is now accessible. 
Enter it, pick up the weapon, and 
exit the next door. Out here, you 
battle the Soul Harvester. 

It doesn't matter how fast you 
run—the Harvester will be right 
behind you, using its speed and 
ability to teleport. Your best bet is 
to equip yourself with the shield 
and sword, block his melee 
attacks, and then let loose with 
your combo attack. 


Outskirts of Eden 

Bear in mind that you have to hol- 
ster your weapons when you want 
to press your back against a wall 
(as you will need to do in this level 


at Dead Man's Curve). Also note 
that you can easily defeat the 
dive-bombing birds by sidestep- 
ping their diving attacks. Their 
beaks will stick into the ground, 
leaving them temporarily helpless. 

"It's a shame someone left this 
sweet device laying around.” To 
get the weapon, you will need to 
leap across a wide gap. Wait for 
the gust of wind to lift the leaves, 
and then jump into the gap. The 
wind will carry you up and over 
the edge of the walkway above. 
The same holds true for all such 
locations on this level. 

Once you enter the swampy 
caves, use the rolling boulder trap 
to kill the Grawlix that populate 
this area. After a pause, the boul- 
der will crash through a barrier to 
let you pass. 

The hanging platforms that you 
see in these caves allow you to 
access secret areas. Leap on one, 
and stand at the far end from 
where you'd like to get. The plat- 
form will tilt, allowing you to run 
to the high end and leap to ledges. 


Eden Cliffside 

Whenever possible, avoid the mas- 
sive claws that lunge from the 
caves by hanging from ledges and 
side stepping out of their range. 

The Soul Harvester that you 
encounter on this level can be 
coerced into stepping ona 
Sucknblaugh plant if you take a 
defensive position near the plant. 
Put the Harvester between you and 
the plant, and knock it backwards 
with combo attacks. The plant will 
be happy to harvest its soul. 

"I'm sure that guy won't be 
needing this.” The Harvester will 
give up its weapon after the fight 
ends. Proceed down the nearby 
waterfall by placing a detonator 
on the green rocks next to the 
columns that block your way. 

Obadiah's voice acting is the 
only remaining obstacle. Your trek 
to the swamp in his mighty hand 
ends this chapter of your adventure. 


Chapter 2: The swamps 

You will go through several outfits 
over the course of this chapter; 
perhaps the fabric was not made 
to endure the dampness (or the 
attacks of carnivorous plants). 


Starting Mooagly Swamps 
Obadiah sets Julie down beneath a 
gigantic tree, where she spies а 
new weapon. 

“Gas pods. | can use these in my 
sling!" Use your sling and assorted 
Shglieks to clear your way past the 
Gassyerass bulbs that grow on the 
ground, and the long-armed car- 


nivorous plants that dangle from 
overhead branches. At one spot, 
you will need to soak yourself in а 
pool of swampy liquid and then 
offer yourself up to a trio of 
Sucknblaugh plants, which will 
then suck and blaugh you across a 


| wide gap. Be sure not to get your 


feet wet—the water is deadly. 


Deep Mooagly Swamps 

Julie’s damp adventure continues 
as she heads ever deeper into the 
swamps. You eventually arrive at 
what looks like a giant head, tilted 
on its side. Walk down its throat 
and you will find a lift with a 
switch at the bottom. 

The switch opens a panel in a 
tree above. Crank the lift down and 
ride it to the top. When you emerge 
into the swamp, leap across the lily 
pads and soak in the green puddle. 
Now run back to the Sucknblaugh 
plant and hop in. It will hock you 
up onto the outcroppings which 
lead back to the tree door. 

"Cool! This outfit goes with my 
shield.” You discover a new set of 
clothing once you leave the eleva- 
tor. Flip the switch up here, then 
ride the elevator down and find 


1 the hollow log that allows you to 


continue through the swamps. 
When you find yourself trapped 
between two Sucknblaugh plants, 


1 look above one to find the Shgliek 


perched on a log. Use your sling to 
knock the log over. 

Around the corner is another 
carnivorous plant, but some 
unfortunately placed Shglieks on a 
nearby ledge provide a tasty meal. 
Past this plant, the level ends. 


Swamps Confrontation 
Thoroughly drenched and in need 
of a new outfit, Julie happily 
finds herself at the end of this 
damp chapter. The fellow in 
charge of the swamp needs а 
good thrashing, but first he must 
be reached. 

Off to your right is a tree with a 
thick vine winding up to a metal 
walkway. Climb up and cross the 
walkway, leaping down through a 
hole in the roof of a building below. 
Once you get the piece of armor 
from its basement room, you will 
hear a repetitive crashing noise. 

“Obadiah, | hope that's you! 
That's not Obadiah. " Climb up a 
wall of vines, exit the building, 
and head to the small dock to your 
right. Leap onto the raft and you 
will be brought to the big fight 
with The Shkynerpad. 

Each of the Shkynerpad’s tenta- 
cles must be laid low before you 


| can begin working on the central 
| head. The head is only vulnerable 
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when blue electricity is coursing 
through its body. Stay on the 
move to avoid being damaged by 
the two arms that rotate around 
the outside of the arena. 


Billy Goat's Gruff 

At last, Julie is out of the swamp; 
but her wet trip is not over yet, as 
she must navigate down a river on 
this level. 

"Ah, a tiki head! I wish | had a 
типе.” Jump into the river and 
walk downstream until you see a 
tiki rune up to your left. Grab it 
and take it further downstream to 
the tiki head. Step up to the head, 
and the rune will open the nearby 
wooden gate. 

Continue down the river, 
repeating this process as neces- 
sary. Eventually you will reach the 
waterfall area, where a cut scene 
portrays Julie taking a 1000-foot 
swan dive into the cataract below. 
Good thing it’s just a game; other- 
wise she would probably be pick- 
ing her teeth out of her g-string. 


Chapter 3: The four tasks 
Rescued by Gruff, the ill-begotten 
offspring of Yoda and JarJar Binks, 
Julie leams about the four tasks 
she is about to face. 


We Cemetery 
Endowed with an outfit that 
weighs just over an ounce, Julie 
finds herself in a cavernous court- 
yard, facing the first of four tasks 
that lead to the Heart of the We. 

"Now I've got a deadly shoul- 
der chip. " Up a set of stairs is à 
gate sporting three teeth that are 
moving slowly up and down. 
Before you enter this gate, climb 
up to the left and circle around 
behind the crypt there. Inside is 
an armor piece. 

Now go through the gate and 
the sliding doors beyond. A portal 
will take you to the next level. 


The Wind of Spirit 
Julie encounters a series of foes 


There are many reasons to be sure you collect all three armor pieces. 


and, defeating them, opens barri- 
ers that lead to a destroyed cathe- 
dral that features a giant statue at 
one end. 

"Let's see, do I feel lucky?" Near 
the statue are two glowing blocks 
that can be slid to the sides and 
climbed up. Follow the wall back 
to the openings that allow you to 
drop behind the doors in the 
cathedral walls. Behind one door 
are three buttons, and behind the 
other are three valves. The valves 
must be turned in such a way that 
the pump arm can pass through 
all three slots in the mechanisms 
behind the valves. 

Next go to the statue and claim 
the green gem. Use the windy 
mouths of the wall-mounted heads 
to rush across to the exit. 


The Water of Purity 

Julie enters the next temple, a 
shining blue structure full of not 
only perils, but also beauty. 

Step into the nearby portal, 
then leap to the hexagonal plat- 
forms. To either side is a crank, 
each of which must be tumed until 
the respective platforms are 
moved above you. An elevator will 
lower, allowing you to ascend. 

You will continue to a room with 
three buttons; pushing them 
releases a rolling wheel. Run along 
the wheel's path to a doorway, and 
continue to the room with four 
buttons. Push them and enter the 
portal at the far end of the room. 

You can trust the pixies—step 
into the glowing blue portal to 
exit this level. Before you do, 
climb into the pool of water and 
collect the twisty knife that the 
pixies dropped into it during the 
cut scene. 


The Sanctity of Blood 
Julie's journey takes a definite tum 
for the macabre as she goes 
through the doors to a temple 
soaked in blood. 

Make your way up the tongue- 
like ramp; near the first fork is а 


his water. 


vial of protection that will help 
you ascend. At the top is a room 
with two spiked traps sliding back 
and forth. 

"Looks like | need to use my 
sling to hit that button.” You can 
stand safely against the left-hand 
wall as you pass by the traps. In 
the next room, again trust the pix- 
ies as you leap from platform to 
platform (only jump on the plat- 
forms that the pixies hover over). 


The Bridge of Reason 

Julie takes on the last of the four 
challenges on her way to the Heart 
of the We. 

You can cross the bridge if you 
leap onto it just as the arms of the 
bridge are reaching the horizontal, 
but you will have to leap and grab 
the platform at the far end as the 
spines fall away. Beyond is a room 
containing a valve that operates a 
pair of winding staircases that 
take you to the exit. 


Once you've brought the final boss to his knees, use the Soul Sucker to steal 


Tomb of the We 

Alas, Julie's mortal enemy has 
come back for the sequel, and 
must be vanquished before Eden 
will be (hypothetically) at peace. 
Defeating him is no simple task. 
Around his waist are four water 
vials, which he uses to restore his 
health. Gun him (ideally with the 
chaingun) until he sinks to his 
knees, then switch to Soul Sucker 
and use its primary function to 
suck the water from him. When he 
stands, repeat the process. 

A white sword will appear dur- 
ing one of the interludes, and 
you must run up the slanted pil- 
lar to claim it. When the beast's 
health is at zero, switch to the 
sword, jump in the air, and give 
him a good whack. He will sink 
again to his knees; jump and 
whack him in the head while he's 
down. Unsporting, perhaps, but 
also the only way to claim 


| victory. —Dave Perkins 
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Rune — 


Pull down the console by pressing ~ and type the following 
codes: 


Enable Cheat Mode 
God Mode 


No Clipping 
Fly Mode 
Ghost/Fly Mode Off 
First Person View 
Pauses All Non-Player Characters 
Kill All Enemies 
Full-Screen Mode On/Off 


Crimson Skies 


To play any mission, right click on the microphone on the 
left side of the screen in the campaign menu and type 
“Idaho.” A menu will then appear in the top right of the 
screen that will allow you to access any mission. 


Baldur's Gate Il 


Go to the game's install directory and open the file "baldur.ini" 
with Notepad and look for the heading called [Program Options]. 
Below this type "Debug Mode=1”, then save the file and exit. 
Note: be sure you back up any file before changing it.) Start the 
game and press Ctrl-Space to activate the console. Now type the 
following commands: 


Give XX experience points to your entire group. Note that the expe- 
rience cap for the game is 2950000, so don't go too nuts. 


: Tony Hawk’s Pro Skater 2 


access cheats. Here goes nothing: 


[ 
E Nothing like entering arcane sequences in a console game to 
| 


' Pause the game, hold Numpad-7 and press Spacebar, Spacebar, 
Spacebar, C, V, Up, Down, Left, Up, C, V, Spacebar, V, B, Spacebar, 
V, B. The pause screen will shake if you entered the code correctly. 
Next, select the "End Run" option from the pause menu. 


Pause the game, hold Numpad-7 and press: Spacebar, Spacebar, 
Spacebar, Spacebar, C, Spacebar, Spacebar, Spacebar, Spacebar, C, 
Spacebar, Spacebar, Spacebar, Spacebar, C. Keep repeating to make 
skater thinner. 


At the Main Menu, hold Numpad-7 and press: Up, C, C, V, Right, Up, 
B, V. Now create a skater with a Neversoft Dev Team name. 


Pause, hold Numpad-7 and press: Spacebar, V, B, B, Up, Left, V, C. 
Raise Stats to 10 
Pause, hold Numpad-7 and press: Spacebar, V, B, C, V, Up, Down 


Pause, hold Numpad-7 and press: Down, C, V, Right, Up, B, Down, 
C, V, Right, Up, B. 


Pause, hold Numpad-7 and press: Spacebar, Spacebar, Spacebar, 
Spacebar, Left, Spacebar, Spacebar, Spacebar, Spacebar, Left, 
Spacebar, Spacebar, Spacebar, Spacebar, Left. Keep repeating to 
make skater fatter. Just like real life. 


Pause, hold Numpad-7 and press: Right, Up, C, V. | 


Add XX gold to your party. 


NOTE: You can give experience points to a single character or all 
party members. If you select a single character and issue the 
cheat, that character will receive the boost. If you select all of 
your characters and enter the code, everyone will receive it. 
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Star Trek Voyager: Elite Force 


Note: these are updated codes for the final game. To activate 
the console, press ~ and type “sv_cheats 1". Now type any of 
the following codes: 


God Mode Visual Confirmation 
No Clipping Offense 
NG 999 Armor, 999 Health The Breach 
D 3*-Person View Command 
ET Invisible to Enemies Primary Encounter 
* Load Map # The Skirmish 
Give Item # Defensive Measures à 
Transit ! 
МАР МАМЕЅ Attunement 1 
The Rescue Array і 
ORG2 Incursion Invasion | 
CK Tactical Decision Decisions i 
Condition External Stimuli | 
Unavoidable Delays Matrix | 
Hazard Duty 3 Onslaught | 
Defense Visual Magnitude 
Hazard Ops Dissolution 
Data Retrieval Command Decision 
Deep Echoes Epilogue 
S Encounters 
5 Renewal GIVE ITEMS 
Union 
The Visit 


Dangerous Ground 
Conflicting Views 
Conflicting Views (pt 2) 
Disorder 
Infiltration 
The Hunter 
Fallout 
Proving Ground 
Information 
Covenant 
Infestation 
3 Rand R 


3 Departure і 


2000 


То double your speed, 
make a profile with the 
name "Damon Hill." 
Similarly, typing the 
name of any driver plus 
"is the best" (ie 
"Hakkinen is the best") at 
the main game menu will 
give you a fast car. 


FI 


Zeus: Master of Olympus 


Press Ctrl-Alt-C-Enter then type the following codes: 


Result 
Add 1000 Coins 
Win Scenario 
Strike a Particular Piece of Ground with 
Fireball 


Towers Shoot Cows Instead of Arrows 
Dairy Workers Put on Cheese Suits 


Metal Gear Solid 


Add '-cheatenable' to the command line of the game and use the 
following keys in game: 


God Mode 
Unlimited Ammo 
Observe Mode 
Normal Mode 
Fast Level Restart 


To access the game's command line, 
select the "Properties" on the game's 
shortcut. In the "Target" area type 

the text after the quotes around the executable, i.e. “c:\program 
files\Microsoft Games\Metal Gear Solid\mgsi.exe” -cheatenable). 


Submarine Titans 


Hit Enter while playing and type 
the following codes: 


Reveal Map сас 
All Technology 
Full Energy 
Full Air 
Full Silicon 
*1000 Metal 
*1000 Gold 
*5000 Corium 
*1000 Gold, 
*5000 Corium, *100 
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Scratch one kestrel. 


demos»»'key commands»»»requirements 


This Brit Balmoral is toast. 


Crimson Skies 


set in an alternate-reality America, circa 

1937 (readers of Harry Turtledove novels 
will feel completely at home here)—an America 
that did not weather the Great Depression 
well. Fracturing over Prohibition and a nasty 
post- WWI influenza epidemic, the United 
States has become a hodgepodge of indepen- 
dent nation-states, kingdoms, and republics. 
Border and internecine warfare has become 
the norm and the nation's once healthy trans- 
portation infrastructure (highways and rail- 
ways) has become untenable. Air power has 
become king with gigantic cargo-zeppelins 
replacing rail and truck freight, and highly 
modified fighters being hired to protect these 
monstrous flammable gas-bags from pirates. 
Yep, pirates—air pirates. 

With cut scenes that look and sound like old 
Movietone newsreels and with an infectious 
Saturday matinee feel, Crimson Skies unfolds 
like a Buster Crabbe serial with damsels in dis- 


GENRE  Action/Flight Simulator 
PUBLISHER Microsoft 
REQUIREMENTS pentium Il 233, 32MB 


RAM, 3D Accelerator 


INSTALL SIZE 43Me 


C rimson Skies is an action flight simulator 


tress, stalwart hero fliers to the rescue, and das- 
tardly bad guy pirates masterminding the dis- 
tress. You’re Nathan Zachary, WWI flying ace, 
former stock market tycoon, dashing ladies 
man, all around good guy mercenary-pirate, 
and leader of a plucky group of like-minded 
pilots aboard the stolen battle-zeppelin 
“Pandora.” Think Robin Hood of the skies. As 
Zachary, you'll be able to collect “mementos” 
of your successful missions (medals, photos, 
newspaper clippings) throughout the game and 
show them off in your scrapbook—a nice role- 
playing touch. Picture a mixture of Errol Flynn, 
Harrison Ford, Bruce Campbell, and your own 
indomitable self, and you have an unbeatable 
combination for daring-do and romantic high- 
flying adventure. 

Based on the FASA (the Mech’ people) board 
game of the same name, Crimson Skies unfolds 
over 24 linked missions of intense dog-fighting, 
treasure hunting, daring rescues, and outra- 
geous stunt flying. Between missions, depend- 
ing on your success (how much money you 
make), you will have the opportunity to 
upgrade or even design planes to your specifi- 
cation: choosing a basic stock airframe, you 
can add engines and weapons to suit your mis- 
sion needs (with money and weight considera- 
tions being the only limit). You can even add 
different paint schemes and nose art to let your 
enemies know just who it was that foiled their 


plans. The planes in Crimson Skies, though cer- 
tainly fantastic in appearance and perfor- 
mance, are somewhat based on existing (of the 
time period) specs and airframes. You only 
have to look at the various innovative racing 
planes from the 30's (the speed-demon Gee Bee 
R-2 or Wendell-Williams Racer for example) to 
get the idea that the planes in Crimson Skies ате 
not totally farfetched. The flight modeling is 
realistic enough (in keeping with time and 
place and gameplay) to maintain interest with- 
out being so torturously authentic that they 
draw attention away from the action. And 
action is what it's all about. Make no mistake— 
this isn't a hardcore flight simulation. 
Unyielding flight sim grognards will have to 
seek elsewhere for their fix. The bottom line is 
that Crimson Skies is inordinately fun and 
makes no apologies for its lack of seriousness. 
The planes are relatively easy to fly (though 
they will stall and, given enough damage, will 
drop from the skies like a spinning brick). And 
for those who have a hard time hitting the 
broadside of a barn, the game even provides a 
bit of assistance in aiming as well—with a lead 
indicator that you merely need to get close to 
the target before letting 'er rip. 

You'll also have the opportunity to let 
loose in a very customizable Instant Action 
mode. Pick the terrain, how many and what 
kind of enemies, the plane you want to fly 
(you can freely create a plane in this mode), 
and what kind of mission (dog-fighting, 
zeppelin interception, stunt flying, squadron 
fighting, etc.) and off you go. Though not as 
interesting as the missions, Instant Action 


a 
о 


This gas-bag is going down! 


does allow you plenty of practice for those 
inevitable harder missions. 

As far as visuals are concerned, Crimson 
Skies offers some of the most impressive terrain 
and sky details around. The implementation of 
realistic volumetric clouds, weather (vain, fog, 
snow, etc.), and night flying (with moonlight 
and stars) adds much to the illusion of flight. 
Wheeling over a pacific island, you can see the 
surf along the beaches. Flying inland between 
tropical mountains, you can catch glimpses of 
lakes, rivers, and waterfalls. The terrain and 
object modeling shines especially for the up- 
close and personal action of stunt flying 
(though usually optional, they do allow you to 
gain valuable skills)—successfully soar sideways 
between high-rise girders at night, or roar 
blindly through twisting island tunnels, and 
you know you're hot stuff. The planes them- 
selves are nicely detailed and have all the 
attendant moving surfaces. Gunfire and other 
pyrotechnics of destruction are nicely exagger- 
ated (just like the movies) with brilliant flaring 
explosions and expanding concussion rings. 
Planes taking damage loose airframe parts, 
wings, and ultimately spin out of control or 
erupt into flames. And, yes, you can bail out. 

Sound and music also play an important 


Bloodied but unbowed. 


Medusa Kestrel 
4 o'clock 


part in immersing you into the spirit of both the 
era and the gameplay. The dialog throughout 
Crimson Skies is suitably dated and heroically 
cornball—whether it's the in-flight chatter or 
mission briefings. The music is energetic with a 
swing/big band soundtrack that actually adds 
to the action rather than detracts. While flying, 
the game is full of sound and fury as planes 
roar and take banging hits and shake with guns 
blaring. In all, it's a lot like sitting up close to a 
really fun old-fashioned action movie. 

With its cheerful panache, nostalgic heroics, 
and matinee sensibility, Crimson Skies takes to 
the wild blue yonder with undeniable charm. 
It's easy to get into, fun to fly, and offers 
enough options (whether in single- or multi- 
play via LAN, internet or Microsoft's Zone) to 
keep things interesting. Though marred some- 
what by a few bugs and hardware incompati- 
bilities (a patch has been issued by Microsoft), 
the game still looks good, feels and sounds 
just about right, and ultimately delivers on its 
promise of high-flying thrills and chills. The 
trial version (which does contain multi-play 
ability) gives you a nice introduction to the 
alternative world of Nathan Zachary and his 
air pirates with two of the early Hawaiian mis- 
sions. Enjoy. 


Going in for another deadly run. 


D-ROM IN A A ON 
Welcome to the Computer Games CD-ROM (CGCD). 
To install the demos, place the CD in your CD-ROM 
drive and the CGCD PDA interface will automati- 
cally load. Maximizing the CGCD window will 
allow the interface to fill your screen. 

To access the demos, click on the “Demos” 
icon. Click the CD icon next to the game you 
want to install. Additional materials—Trailers, 
the latest version of DirectX (which some 
games require)—can be found by clicking on 
the "Etc." icon. 

If the CD fails to Autoplay, double click on "My 
Computer," double-click your CD-ROM drive 
(usually drive "D") and then double click the 
CGCD executable file (CGCD.EXE). If you're still 
having problems, please send a description of the 
problem along with your system configuration to 
cgcdtechacdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 


ААА 


Ahhh... two nice fat targets. 
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Starfleet Command Volume II 


Interplay tries to deliver Star Wars, Star Trek style... 


well among fans and critics, Starfleet 

Command was a tactical “naval” combat 
simulator based on the popular boardgame, 
Star Fleet Battles. With excellent depth and a 
multitude of control features, Starfleet 
Command was a true grognard’s starship 
wargame. In Starfleet Command Volume II: 
Empires at War, the campaign has been 


0 ne of those rare Star Trek games that fared 


Saying goodbye to an asteroid.captions 


H OOD 
GENRE Space Strategy 


PUBLISHER interplay 


REQUIREMENTS pentium 233, 
32MB RAM 


INSTALL SIZE 7eme 


redesigned from the ground up to provide for а 


richer solo gaming experience and will have a 
totally redesigned fleet control interface. 


Starfleet Command Volume II will allow the 


player to experience new races such as the 
Mirak Star League and the Interstellar 
Concordium. Along with these new races 
come their new weapon systems. The 
Interstellar Concordium have a powerful 


Making the acquaintance of an asteroid. 


Plasmatic Pulsar Device to enforce peace on 
the known powers. The Mirak specialize in 
missile combat and have the most fearsome 
missile cruisers ever seen in the Star Trek uni- 
verse. The Mirak have also upped the ante of 
fighter combat and the known powers must 
respond. The demo features four tutorials 

for the would-be starship captain. Warp 
speed ahead! 


„. Captain Wells: There are three large asteroids in the distance. 
“SD Murrounding the large asteroids is a field of smaller asteroids 
3nd'a dust cloud. Command your ship towards these three 
Jarggeasteroids and use your Phasers to destroy the smaller 


Homeworld: Cataclysm 


You can’t go home again, you can’t go home again... 


ing a kiith—or sect — that has fallen on bad 

times since your people’s epic return to the 
homeworld of Hiigara (which of course was 
already populated by folks who regarded this 
retum with less than open arms). Traveling into 
uncharted space to repel an attack against 
another kiith, your fleet comes across an alien 
probe that holds an ancient evil. During the 
course of the campaign, you will need to sur- 
vive the onslaught of an enemy with terrifying 
abilities you can't match, fight off opportunis- 
tic Turanic Raiders, and deflect the firepower of 


IHE GOODS | 


GENRE зр Real-Time Strategy 
PUBLISHER sierra 


REQUIREMENTS Pentium Il 266, 32MB 
RAM, 3D Accelerator 


INSTALL SIZE «ovs 


ү: begin Homeworld: Cataclysm command- 


Imperial loyalists bent on destroying you and 
reclaiming Hiigara. 

Homeworld: Cataclysm is the first official 
"episode" within the Homeworld universe, tak- 
ing you back to the setting of Homeworld 
roughly 15 years after the events of the original 
game ended. Improving upon the Homeworld 
interface, Cataclysm presents new features such 
as waypoints and sensor-manager attack com- 
mands to add a new dimension to the revolu- 
tionary combat and game play pioneered in 
Homeworld. Much as in Homeworld, game play 
revolves around a central command ship, but 
one that produces an entirely new class of 
fighting, resourcing, and support craft with 
new technologies and weaponry. Command 
multiple 360-degree 3-D views as you manage 
ship production and deployment in a dynamic 
outer-space environment, leading your fleet 
against a powerful alien menace. Cataclysm 
boasts 18 all-new ships, 25 new technologies,17 
single-player missions and multiplay. Explore 


the tutorial, play the first single-player mission 
and skirmish against the computer in multi- 
player mode in this limited demo. 


Getting underway... 
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Dirt Track Racing: 
Sprint Cars 


From the folks who brought you Dirt Track Racing, one of the best racing 
sims to date, comes Dirt Track Racing Sprint Cars. This demo gives you a 
chance to try your hand at power sliding on two dirt tracks. 


THE GOODS O кыс ета 
GENRE racing 


PUBLISHER wizardworks 
REQUIREMENTS Pentium 166, 32MB RAM 
INSTALL SIZE 1eme 


Sydney 2000 


Retum to Sydney, Australia and the games of the 25th Olympiad. In 
Sydney 2000, you are in charge of twelve athletes (one for each event) 
and must progress through various competitions before eventually 
reaching Olympic qualification and competing through the heats to the 
finals of the various events. The demo features the 110m Hurdles. 


Ready to begin 
spraying dirt. 


On your mark... 


GENRE sports 
PUBLISHER Eidos interactive 


REQUIREMENTS pentium 266, 64MB 
RAM, 3D Accelerator 


INSTALL SIZE tems 


NHL 2001 


NHL 2001 is about as real as you can get on your computer monitor. 
High-flyin’, hard hittin’, intense powerplay hockey action is back! Lace 
up the skates and play with or against all 30 National Hockey League 
teams including the new expansion Columbus Blue Jackets and 
Minnesota Wild. In the demo you can play a game between the Dallas 
Stars and the New Jersey Devils. 


The puck 
went thataway. 


| IHE GOODS | 
GENRE Sports 
PUBLISHER EA sports 


REQUIREMENTS Pentium 233, 32MB 
RAM, 3D Accelerator 


INSTALL SIZE somes 


PGA Championship 
Golf 2000 


PGA 2000 includes all the features of PGA Championship Golf, plus 
improvements in TrueSwing (TrueSwing 3), the Course Architect, golfer 
and course graphics, five all new courses and a season and career 
model that accurately recreates the experience of tour play for single 
and multi-player action. This 3-hole playable demo is set on the 
Pasatiempo course and shows off the strengths of PGA 2000: the preci- 
sion of TrueSwing 3, PGA Championship Golf Course Architect, and real- 
istic ball physics. 


THE GOODS ОНЕШ left to right] 
{ Now that's а 
ran TrueSwing! 


PUBLISHER sierra Sports 


REQUIREMENTS pentium 166, 
32MB RAM 


INSTALL SIZE мв 


Here is where it's still a 
perfect day. 
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Insane 


Insane is an all-terrain racing game that allows you to take your vehicle to 
the most challenging and inhospitable corners of the world-and kick up 
dirt all over them. It's all about extreme non-road racing challenges. And 
if spinning out of control on the ice in Yosemite or digging ruts in the 
sands of the Sahara is not enough, create a nightmare course of your own 
with the Environment Generator. 


About to go insane! 


GENRE Racing 
PUBLISHER codemasters 
REQUIREMENTS ри 233, 64MB RAM, 


3D Accelerator 


INSTAL SIZE 32Me 


The Settlers: Smack A Thief 


The Settlers: Smack A Thief, Blue Byte's new mini-game, has you in charge 
of protecting the village's gold supply from those plundering Vikings. Be 
prepared to smack a lot and smack quickly as those pilfering Norsemen 
will come from all directions in ever increasing numbers. Post your high 
scores to Blue Byte Game Channel. The complete mini-game is included. 


Those sneaky Vikings are 
at it again. 


GENRE Arcade/Action 


PUBLISHER Blue Byte Software 


REQUIREMENTS P166, 32MB RAM Video 
Card with 8 MB RAM 


INSTALL мв 


Frogger 2: 
Swampy's Revenge 


Frogger 2 features that popular road-hopping frog, Frogger, in a new 3D 
adventure. This time out Frogger, his friends and girlfriend Lillie, must 
save a group of kidnapped baby frogs from an evil crocodile named 
Swampy. The demo gives you a taste of the full game as you make your 
way past lawnmowers, crocadiles, bees, and other obstacles as you try to 
collect the kidnapped frogs. 


LI 
Rescue’ the Babies! ` 


Between a bee anda 


lawnmower. 
GENRE arcade 


PUBLISHER Hasbro 


REQUIREMENTS pzoo, 
32MB RAM 


INSTALL SIZE мв 


Microsoft Voice Share 


Game Voice Share lets you try out the voice chat functionality of the full 
version of Microsoft's Sidewinder Game Voice. You and up to three 
friends can use Game Voice Share. Game Voice Share is a limited version 
of Game Voice software, with no channels, voice commands or hard- 
ware, although it does offer the connection management software. 


Н QOD 
GENRE shareware Application 
PUBLISHER wicrosoft 
REQUIREMENTS 233, 64MB RAM, 
Headset with microphone (or microphone, speak- 


ers), Internet connection, MSN Messenger Service 


INSTALL SIZE тоокв 


(seco 


SegaNet is a high-speed online gaming network that's built 
especially for Sega Dreamcast and PC gamers. Choosing 
SegaNet as your Internet Service Provider hooks you up to 
one of the hottest online gaming community around. This 
installs the SegaNet Dialer. 
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Bad, bad, barrels. 


Gunlok 


Со to cybernetic hell 


he world's gone to cybernetic hell and in 
[= to save their skins, literally, humans 

have to wage a desperate war against the 
cold steel and single-minded circuitry of their 
would-be robot masters. It's all done in won- 
derful 3D with such cool and useful features as 
visual and audio detection arcs, a drop into 
first person tactical mode, active while pause, 
and lots of bad-ass guns and phat explosions. 
It's real-time destruction with a turn-based 
sense of strategy. Grab the demo and take the 
tutorial. Humanity needs you. 


Gunlok and pals finding trouble. 


[THE GOODS e 
GENRE зр action 


PUBLISHER rebellion 


REQUIREMENTS pentium 300, 32МВ 
RAM, 3D Accelerator 


INSTALL SIZE seme 


Close Combat: Invasion Normandy 


Intense combat on the beach and in the hedgerows 


combat between American and German 

troops in the struggle for control of the 
Norman countryside after the D-Day landings. 
The later Close Combat games featured the 
allied disaster of Operation Market Garden, 
the grueling Eastern Front, and the desperate 
Battle of the Bulge. With Close Combat: 
Invasion Normandy-—the fifth and newest ver- 
sion of this real-time tactical wargame— 
Atomic Games returns us to the hedgerows 
and villages of the Cotentin peninsula. In 
Close Combat: Invasion Normandy you'll be 
fighting for the peninsula, from the landings 
at Utah Beach to the siege at Cherbourg. New 
Force Pool dynamics will allow you to cus- 
tomize your Battle Groups and armored vehi- 
cles won't always be the best tools in your 
arsenal—in the dense hedgerows of the French 


[THE GOODS | 
GENRE Real-time Wargame 
PUBLISHER ssi 
REQUIREMENTS p200, 32MB RAM 
INSTALL SIZE 57.64mB 


Battle Isle: 
The Andosia War 


3D combat on Chromos 
B attle Isle: The Andosia War, the fifth game 


Te first Close Combat covered the fierce 


set in Blue Byte Software's Battle Isle world, 

is a conflict simulation, combining ele- 
ments of real-time and turn-based strategy. 
The player is immersed in a war-torn 3D world 
where both economic finesse and military 
expertise are essential. For the first time it will 
be possible to experience the landscapes and 
colors of Chromos up close and personal, and 
to move freely through its 3D world. 

In the tradition of the Battle Isle series, the 
tactical aspects of the game are carried out in 
tum-based mode (while resource gathering, 
building, and production are conducted in 
real-time). This allows not only more game 
depth but also more lavish graphic effects, 
zooms, and camera chases, immersing the 
player in every event. For the execution of mili- 


GENRE зр Turn-based/Real-time Strategy 
PUBLISHER Blue Byte Software 


REQUIREMENTS pentium Il 233, 32MB 
RAM, 3D Accelerator 


INSTALL SIZE томв 


countryside, armor will be at a distinct disad- 
vantage (overpowering armor strength was a 
complaint in past versions). By placing a pre- 
mium on infantry tactics, Invasion Normandy 
gets back to basics and emphasizes the up 
close and personal nature of Close Combat. 
This demo features a full tutorial suite to get 
you up and running quickly and one scenario 
(Le Varimesmil—The Attack towards Carentan) 
where the Americans must defend the cross- 
roads from a German attack. Good luck! 


Your units trudging over a ridge. 


tary actions, humans with their strengths and 
weaknesses, as well as tanks, gunboats, inter- 
island missiles, and plasma artillery are avail- 
able. Light conditions change during the course 
of the day. The weather, the seasons, and even 
the tides play a key role in producing goods 
and planning tactics and strategy. 

With its combination of real-time and turn- 
based elements, The Andosia War opens up 
complex tactical and strategic possibilities 
without falling into a click-fest. The constant- 
ly changing conditions in real time lead to 
new game situations which have to be dealt 
with by tweaking operation plans on the bat- 
tlefield and optimizing resource planning. On 
the border between real-time maneuvers and 
the demands of strategic planning, a rather 
unique game experience emerges where there 
is a time for cool planning, quick reactions, 
discovery of new terrain, and time for pursu- 
ing mission goals. 

The demo offers three tutorials covering gen- 
eral, tactical, and ecomomic controls. A single 
mission scenario is also included. ш 
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When you're online, 
you know how 
frustrating it is to 
get disconne 


DISCONNECTED AGAIN. ENOUGH ALREADY. anything less than the "piéce de résistance." Ahhh...you've 

There you are happily gaming online when you hear got it. It's time to take action. It's time to make a call. 
that one little word you know so well, HELLO, EARTHLINK. 

"Good-bye." Suddenly, you're no longer firing If you're tired of your ISP disconnecting you, why not 

a laser-guided rocket at the back of your return the favor and call EarthLink? You'll find we have 

buddy's head. Instead, you're left all alone what you've been looking for in an Internet service 

with nothing but your thoughts to keep you company. provider all along. Like over 5000 local access numbers 

And one thought in particular keeps popping up. in the United States to help you get connected. And 

WHO DISCONNECTED ME AND a Fast Lane Internet monitor that automatically 

WHERE DO THEY LIVE? alerts us if you're having a problem with your 

How are you going to get back at your Internet connection. So pick up the phone, call your 

service provider for ending your session just when ISP and in a polite but soulless voice say, 

you were starting to have fun? A million interesting “Good-bye.” Then call us at 1-800-EARTHLINK or 

ideas run through your head but you won't settle for visit us at earthlink.net. Because it's your Internet. 


EarthLink’ 


the MMR 


Give that guide a straighjacket 
by Cindy Yans 


ou pay $9.95 a month for your multi- 

player role-playing game account. 

Given the number of hours it takes to 

show even slight progress during a 

month's worth of work, er, play, that's 

à drop in the bucket when it comes to 
the dollars-per-entertainment-hour ratio. 
Somewhere along the way, a handful of bright 
bulbs had one or more of the following three 
incentives: "Gee, wouldn't it be cool to bea 
Game Master Guide, or Counselor (or other han- 
dle) and get a free account and some other 
great merchandise? After all, I’m there all the 
time anyway, and just think of what 1 could do 
with an extra $9.95 a month! It would be а 
breeze, a snap, a piece of cake, a walk in the 
park!" or, "The prestige! The power! The final 
word in dispute mediation! | am a Master of the 
Universe!" (Megalomania oozes from every 
pore), or finally "Aw shucks, it would be so nice 
to help people." 

There is, however, a group of individuals 
who, despite their initial sentiment, are no 
longer content with the original payback. At 
the end of September 2000, a group of former 
Ultima Online volunteer counselors filed suit 
against Electronic Arts and Origin Systems. The 
former volunteers (Plaintiffs) "seek damages 
equal to three times Plaintiffs’ unpaid mini- 
mum wage, and/or Plaintiffs’ unpaid overtime 
compensation, as the case may be, attorneys’ 
fees and costs, and injunctive relief.” In other 
words, they want to stick it to Origin for triple 
time minimum wage plus lawyer costs. The 
Plaintiffs’ attorneys, Schmehl, Yowell & 
Mackler (a Bard, an Enchanter and a Rogue) 
say, “The Supreme Court has held that the fact 
that a person believes themselves to be a vol- 
unteer does not negate the obligation of the 
employer to pay minimum wage. In fact, the 
Supreme Court has held that the obligation 
exists regardless whether or not the “volun- 
teer” desires payment or not. The Fair Labor 
Standards Act or FLSA was enacted to provide 
minimum standards of compensation to 
employees to protect everyone in the work 
force.” Huh? You mean the little old lady in 


"Some of you 2$$holes are up way past your 
bedtime...Get a clue pissants—neither | nor 
anyone else breathing actually gives a $#!+ 
about how so and so stole your orc." 


the crossing guard hat is going to sue the 
school district? What about the usher at Our 
Lady of Perpetual Motion? Or the den mother 
of Pack 437? 

Are these people merely concerned with 
their rights under the labor laws of their 
respective states, and are indicating with this 
suit that they feel they have been used unfair- 
ly? Are they unhappy that Origin considered 
revoking their free accounts, providing a lot 
less incentive for them to continue? Or are 
they perhaps in burnout mode after having 
been the brunt of so much player abuse that 
they simply cracked up? 

A certain EverQuest guide posted a rant not 
that long ago that was an emotional outburst 
about guide-dom the equal of which I’ve never 
before seen. It is peppered with some expletives 
that are a bit masked here, but you'll get the 
idea. The rant is entitled, You Try Being a 
Guide, You Nutless @$$muncher. 

He (and I'm just assuming it's a he) says, [to 
the players] "Some of you @$$һо!е$ are up way 
past your bedtime...Get a clue pissants—neither 
I nor anyone else breathing actually gives a $#!+ 
about how so and so stole your orc." About the 
immature jerkheads and the koOlDuDz who ruin 
quests he says, "Quests. All | have to say to you 
phat lewt motherf#%"ers who have wrecked 
every quest I've been involved in is, Grow up, 
shut up, go back to Quake or whatever blow 
$#l+ up video game you came from, and get the 
#%* away from the quest area. It's your ten 
bucks, go somewhere and kill stuff." 

He delicately continues, "...Scumbags. | may 


not know who the uberguilds are, but | sure as 
hell know who the scumbags are. You're the 
one who caused a dozen petitions because you 
were spamming the zone with ‘So and so is a 
faggot.' You're the one who trained all the 
bouncers to the Cazic Thule [dungeon] entrance 
just to f#%* with the kids inside trying to escape 
the lizard train your twin brother created on 
purpose. You're the one who backed a female 
wood elf character into a corner, calling her 
names and sending her foul tells. You're the 
one who tricked the player with poor English 
skills into believing a trading a GLS for a bumt 
out stone [EverQuest players will recognize this 
as quite the con] was a good trade because you 
were giving him a lore item. | know you. Don’t 
get all f#%*ing bent because | told the Game 
Master not to change your name and let you 
duck your reputation. Don’t be shocked that | 
never rule in your favor in PNP situations. And 
don’t waste your time crying to another guide 
about how | hate you, because there are only 
six guides on the entire server who show up for 
work, and we talk.” 

| hope he feels better now. Besides, it 
seems like a much more healthy way to get 
rid of frustration than to all of a sudden try 
to find a legal way to sidestep what we gen- 
erally believe the concept of “volunteerism” 
to be. Methinks the litigious Origin coun- 
selors could use a bit of counseling them- 
selves—besides legal counsel that is. Perhaps 
then they won’t appear quite as much as if 
their tray tables are not quite in the upright 
and locked position. ш 
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Verant's strange blunder 
by Cindy Vanous 


rom a gamer’s perspective, October was 

a bad month to be Sony. Not only did 

they let down their console fans by 

undershipping the PlayStation 2, but 

their subsidiary Verant managed to 

alienate some PC players by putting a 
misguided dictatorial foot into the middle of a 
touchy online situation. 

Now, those of you who don’t play 
EverQuest—or who do play, but pay little atten- 
tion to external fan sites and message boards— 
might be unfamiliar with the perennial battle 
cry of the user community, “Stop the banning!” 
If some of the more extreme sites are to be 
believed, Verant can and will revoke your 
EverQuest access for anything from getting 
goblins stuck on trees to insulting the GMs, 
from playing in character to not playing in 
character. One man insisted that he’d been 
banned for “being smarter than the people who 
work at Verant.” 

Personally, | take most of these claims with a 
grain of salt. Having watched from the other 
side of the screen in Sierra's old online game 
The Realm, l've seen some of the most offensive 
and exploitive user behavior imaginable, and 
heard those same players claim total innocence 
and/or GM bias when reprimanded. In any 
massively multiplayer game, the team who 
maintains it has a responsibility to create an 
enjoyable, playable environment for the major- 
ity of their users. 

But human nature is a contrary thing, and 
some people enjoy creating chaos more than 
playing “nice.” Others simply relish the thrill of 
bending rules as far as they can to see what 
happens. And the true power-gamer is so used 
to taking advantage of bugs and design over- 
sights that anything else would seem unimagi- 
native. Eventually, in order to preserve the sta- 
tus quo, an online RPG’s support staff begins to 
change the rules. 

In a perfect world, these new mandates 
would serve only to improve playability until 
the game itself could be modified to discour- 
age the behavior in question, while still 
remaining enjoyable. In practice, however, 


it’s easier to make a rule than a major design 
or programming change, so some games 
eventually become a morass of strange 
restrictions and counter-intuitive guidelines 
that can trip up even the most straight-laced 
of players. 

And, sadly, the specter of human nature is 
hardly limited to those who play games. In 
some cases, a game support team member or 
volunteer GM does succumb to the ego trip of 
holding power in a fantasy world. No big 
surprise—nobody rushes to the store to buy 
novels about peasants. Everyone wants to be 


not offer exploitable bugs. But something hap- 
pened this month that was plainly and simply 
Verant's fault, and the only explanation | can 
imagine is that banning users has become their 
default method of dealing with problems. 

Fan fiction is an integral part of the multi- 
player game experience. Since games such as 
EverQuest and Ultima Online ате the closest 
thing we have to truly interactive fantasy nov- 
els, it's natural to expect a surge of creativity 
among their players. Fansites spring up every- 
where to host user-spun tales, and in general 
the game developers either support or tum a 


Verant, seeing a threat to the fluffy image 
of their intellectual property, took imme- 
diate action and... banned the author 


from EverQuest. 


the godlike wizard or the beloved king, and 
those aren't generally an option in 
MMORPGs. Why? Same reason—if you give 
one player the chance to be king, everyone 
else who puts down their $10/month will feel 
cheated about being ordered around by him. 
So the only real power in the game is held by 
the support staff, and that power can cor- 
rupt. The next thing you know, a team mem- 
ber may be suspending players for trivial 
fenses, or generating powerful items to 
give to hangers-on. But, by and large, most 
GMs and volunteers are simply helpful peo- 
ple trying to do their best. 

So where am | going with this rambling dis- 
course? Am | on the side of the players or the 
companies? Neither, actually—l'm just pointing 
out that there are reasons that people act the 
way they do, and that there are reasons that 
companies act the way they do, and that | hope 
some day the games will be complex enough to 
prevent player abuses and robust enough to 


o 


blind eye to this literary exploration of their 
worlds. One user, however, posted a fairly 
nasty EverQuest-based tale of dark-elf evil, 
detailing actions which, to put it delicately, 
would not exactly put it in the running for 
Reader's Digest. Verant, seeing a threat to the 
fluffy image of their intellectual property, 
took immediate action and... banned the 
author from EverQuest. 

Huh? As the world owner, they're well 
within their rights to request that a story be 
removed from the Web. They could ask that it 
be moved to a passworded site to protect it 
from underage eyes. But revoking the 
poster's access? About the only guaranteed 
outcome of that decision is to offend the last 
group of people they should ever want to 
alienate—the players who are inspired 
enough by the game to spend their offline 
hours writing about it. 

Verant: You have slain Credibility. Your 
standing with Fan Community has fallen. m 
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Exploding 
the Myths 


Game developers need to check the facts 


"т an old man. | just turned 31 recently— 
not quite old enough for Social Security, 
but bordering on senile in the game 
development industry, where there are 
more workers who can't legally drink a 
beer than can remember when Michael 
Jackson was actually sort of cool. The lack of 
age and experience throughout our industry 
leads to a lot of misinformation. Most game 
developers get their "inside information" pretty 
much the same way most game players do—by 
reading the gaming magazines and a few of the 
larger gaming web sites. Hard data, especially 
on game sales, is hard to come by (getting full 
sales reports from PC Data costs over $4,000 per 


by Phil Steinmeyer 


year). The lack of hard data and experience 
leads developers to overreact to normal techno- 
logical and market changes, blowing the nor- 
mal winds of change into hurricane shifts in 
development direction. 

While the industry will certainly evolve in the 
years ahead, just as it has evolved in years past, 
most of the hand-wringing is based on myth, 
not fact. To wit: 


Myth #1: The PC is dead 

At the last industry trade show | went to, one 
lecturer showed a series of slides claiming that 
video game sales were five times higher than 
PC game sales. Combined with the steady 


“While the industry will certainly evolve in 
the years ahead, just as it has evolved in 
years past, most of the hand-wringing is 
based on myth, not fact.” 


PC-only, dated technology, limited hype, yet it’s a monster hit. 
Quality sells. 


drumbeat for the upcoming 
Playstation 2, many in the 
industry believe (mistakenly), 
that the PC game is gasping 
for air, soon to be snuffed out 
by the end-all be-all set top 
boxes of the next console 
generation. This theory would 
be great were it not for those 
stubborn suckers called facts. 
First a lot of revenue com- 
parisons include hardware 
and software sales for video 
games, but only software 
sales for the PC side (as was 
the case with the five times 
figure touted at the trade 
show). In fact, the $6.1 billion 
in combined U.S. retail game 


software sales breaks down to $4.2 billion for 
video games, and $1.9 billion for computer 
games. Moreover, computer game sales grew 
faster in 1999 (15% vs. 13%), and with a con- 
sole transition underway, computer games 
will likely outgrow video games again in 
2000. Also, a significant slice of that $4.2 
billion in video game sales is essentially a 
hardware subsidy—it goes straight back to 
Sony or Nintendo in the form of rather stiff 
licensing fees. About 20-30% of the whole- 
sale revenue in the video game industry 
doesn't go to the game maker—it goes to the 
console maker for licensing. On the PC side, 
the equivalent is 0% (there is no licensing fee 
to Microsoft). Finally, PC games have more 
non-retail revenue possibilities than video 
games (on-line sales, hardware bundle deals, 
etc.). All in all, video games revenue from all 
sources less licensing costs is maybe one and 
à half times greater than PC game revenue; 
larger, but hardly dwarfing the PC as some 
chicken littles would have us believe. More 
revenue means more to spend on game 
development, and a wider variety of high 
quality (hopefully) games. 

Breaking away from numbers and into 
speculation, | don't see these ratios changing 
much in coming years. Yes, Playstation 2 and 
X-Box are nice machines, but basically they 
do the same thing as the original Playstation 
and Nintendo 64—they play relatively simple 
3D games on your TV, mostly driving, fight- 
ing, and sports games. The graphics are nicer 
or the new machines, but graphics are 
always nicer with every new generation of 
consoles and computers. The PC still has 
higher resolution monitors, more versatility 
or non-gaming uses (internet, word pro- 
cessing) and a control system (mouse and 
eyboard) that is better than a gamepad for 
certain types of games (strategy and shoot- 
ers). Right now PC graphics vastly exceed the 
Playstation 1. The Playstation 2 will bring 
parity for a while, before the limitations of its 
ixed hardware configuration cause it to slide 
behind the latest PC technology. 


E 


Touted for a ground-breaking 3D engine, the only ground Messiah will break is by the landfill where 


the unsold copies will be buried. 


Myth $2: Technology sells 

The last few years have seen the development 
community grow obsessive about pushing the 
limits of the latest and greatest technology. 1 
think the biggest reason for this is that nearly 
every programmer in this business worships 
John Carmack. He developed a cool ground- 
breaking engine, with a relatively simple game 
sitting on top of it, that sold a ton of copies, 
made Carmack rich and famous, and got him 
and his Ferraris a cover story on Wired maga- 
zine. (The geek industry equivalent of being on 
the cover of Rolling Stone). 

While | have considerable respect for 
Carmack and his talents, the rest of the industry 
should settle down and focus on making the 
best possible game, not beating Carmack's lat- 
est engine. Look at the games that tried to sell 
themselves on technology, not gameplay: 
Messiah—flop, Trespasser—flop, Warzone 2100— 
Flop. Heck, even Carmack's latest, Quake III, 
faded off the charts relatively quickly. The four 
biggest sellers of the year so far—Diablo II, The 
Sims, RollerCoaster Tycoon, Age of Empires II— 
are all 2D games with modest technology but 
great gameplay. Yet you don't see game devel- 
opers worshipping Will Wright (The Sims) or 
Chris Sawyer (RollerCoaster Tycoon)—they all 
want to be the next John Carmack. 


Myth #3: Violence sells 

Yes, some violent games do sell well, but more 
due to the quality of the game than the level of 
body count. Moreover, the trend seems to be 
diminishing. Three years ago, games that rev- 
eled in violence (Blood, Mortal Kombat, even 
Deer Hunter), rode high on the sales charts. The 
most recent follow-ups to all those games sold 
very poorly. Of the breakout new, (non-sequel) 
game franchises of the last two years (The Sims, 
RollerCoaster Tycoon, and Who Wants to be a 
Millionaire on the PC, Pokemon, Tony Hawk’s 
Pro Skater and Gran Turismo on the console), 


none have been particularly violent. 

I'm not entirely sure why this shift has 
occurred. Part of it may be that the novelty 
of realistically rendered violence has worn 
off. Part of it may be the broadening of the 
game buying market beyond the 18-25 year 
old males that dominated it a few years ago 
Part of it may be that Wal-Mart and its ilk are 
more nervous about carrying violent games 
and are not selling them at all or are promot- 
ing them less. 

Regardless of the exact cause, the trend is 
clear—games with less violence have potentially 
larger target markets and sales, and the top 10 
charts back this up. 


Myth #4: Hype sells 
Maybe some of the heavy focus some develop- 
ers devote to fancy 3D engines and overblown 
violence is to generate publicity and hype. 
There is a widespread belief in our industry that 
games with hype sell and those without hype 
don't. Daikatana, Ultima IX: Ascension, and 
Postal all prove this theory 
wrong. That's not to say 
hype doesn't matter— 
there are lots of low 
budget shareware and 
obscure retail games 

that get overlooked 
despite their quality 
(Combat Mission, King 

of Dragon Pass). But 

hype is only one of sev- 
eral elements needed to 
make a hit. 

Once you've built 
anticipation and hype 
for your game, you 
need to deliver quali- 
ty. Yes, quality mat- 
ters, as do the good 
reviews and word-of- 


mouth that go along with it. Quake IIl was 
hyped as the ultimate multi-player shooter, 
yet the critics and public thought Unreal 
Tournament was a better game. Despite its 
greater hype and the initial loyalty of id’s 
fans, Unreal Tournament has been outselling 
Quake Ill. 

Beyond hype and quality you need solid 
distribution, not only CompUSA and Best Buy, 
but also OfficeMax, Target, and Wal-Mart. 
(Poor distribution is the leading cause of death 
for most small developers and publishers that 
try to go it alone). 

The final, most overlooked piece of the 
puzzle is a great, original concept. There 
have been plenty of 3D shooters and real 
time strategy games in the last three years 
with hype, quality, and distribution, but that 
nonetheless failed to sell because the market 
was tired of the old formulas and looking for 
something new. Of the four big selling PC 
franchises for this year, three pioneered a 
cool new niche (Diablo, The Sims, and 
RollerCoaster Tycoon), and the fourth one 
(Age of Empires II), significantly refined а 
large existing niche, with outstanding quali- 
ty and Microsoft's distribution clout to boot. 


Case Test: Tropico 

| certainly hope I'm right and the prevailing 
myths are wrong. At PopTop, we've placed our 
bets against the myths. There is no console ver- 
sion of our game Tropico in development. It 
uses a nice 2D/3D hybrid engine that generates 
great graphics, but its not bleeding edge (it 
runs great in software mode, and doesn't use 
any advanced 3D card features). It includes 
minimal violence—an occasional shootout with 
rebels, but no blood, decapitation etc., and not 
really central to the gameplay. 

Finally, while we, like all developers, try to 
generate hype for our game, we know that 
we will never match the advance buzz of 
games like Black & White and Halo (both of 
which have gorgeous 3D engines and promi- 
nent plans for next generation consoles). If 
we don't succeed in making Tropico fun and 
original, it will sink quickly in the market- 
place. And then my new bosses at Take 2 can 
put me out to pasture, over the hill and 
senile by age 32. m 


We're hoping that being fun and original is enough to make Tropico a hit. 
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The old Strategy Plus 
Thought that you were a touch 
hard on the early days of Strategy 
Plus in your comments on the first 
issues. In those days when the 
game publishers seemed to have 
had considerable influence on the 
content of game reviews the mag- 
azine came across as a welcome 
breath of fresh air. In Issue 5, 
Brian Walker stated: "The purpose 
is to provide a magazine for 
gamers written and produced by 


How to last 


petitors? The following: 


was underwhelming. 


zthose campaigns. 


or both?) 


gamers." The initial reviews were 
clearly written by enthusiasts (at 
least a dozen of them in Issue 3, 
not just Brian Walker as suggested 
in your summary) and were hon- 
est if sometimes a little gauche. In 
the review for Neuromancer, the 
reviewer finished off with: "At this 
stage of the review most writers 
would start dropping hints about 
the action, or boast manfully how 
quickly they managed to crack it. 
Since Гуе managed to get 


| want to thank you all for maintaining the quality of your magazine 
over the years. There was a time when | thought you may go under ... 
because any new industry has this great upswing of new ventures 
before the best become easily recognizable and live on. 

What does this mean ... in terms of maintaining quality, as well as 
doing your magazine thing as well as, if not better than, your com- 


1. Take a view that is often different from prevailing trends and 
other magazines. For instance, who would have thought featuring 
Myst Ill, as you have in the October issue, would likely appeal to the 
millions who bought and enjoyed it? It was the first "serious" game 1 
got into, and enjoyed it ... even though its relatively quiet unfolding 


2. Your greater focus on strategy in the "deeper" games (read role- 
playing and strategy) definitely turns me on: the depth is laudable. 
Much more so than | experience in other publications, who seem to 
add hints and strategy more as an afterthought to consumer demand. 

3. You very thoughtfully include strategy for games that could 
easily be passed over for the "next new thing." A wonderful example? 
Covering Heroes III: The Shadow of Death in such precisely helpful 
ways certainly helps this gamer figure out what could happen next in 


So I think you people do an excellent job! And I’m glad that you 
have both Cindy's front and center in the publication: a female pres- 
ence definitely adds to the depth and breadth of CGM. In fact, | wish 
that more women were involved in the design and development of 
most good games: often men miss the relationship stuff that we all 
know are a woman's forte... (Will this provoke controversy or a salute 


"Dane Roberts" 
Fantasy Fiction Writer 


nowhere very slowly, I'll cut this 
review short and get back to the 
serious business of hacking into 
cyberspace.” | can remember one 
very poor review and in the next 
issue [where] the editor apolo- 
gized and said that the reviewer 
would no longer be employed 

by them. 

It was the refreshing editorial 
policy not to allocate stars or per- 
ı centages to each game—the idea 
| was that you were supposed to 
| read the review! Interestingly in 
¦ respect of recent comments in 
; your letters page, previews 
| (except for a series of design 
¦ notes) were not considered worthy 
| of space. (Three cheers!) The origi- 
¦ nal title of the magazine was to be 
| "Gamer" but this was not allowed 
| for legal reasons. In the letters to 
| the editor there were often com- 
| plaints that the magazine was too 
! biased towards the PC! 

] To fill in one gap, the awards 
¦ for 1990 were: 

| — Game of the Year: 

і Railroad Tycoon 

| Adventure: Wonderland 

| Simulation: Harpoon 

i Sports: Indianapolis 500 

| Wargame: Second Front 

| Role-Playing: Ultima VI 

| Simon Goodwin 
] 
] 
| 
] 
| 
] 
] 
| 
] 
] 
] 
| 
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Thanks for filling in the hole for 
the awards. In retrospect, per- 
haps 1 did come across s being 
down on those early issues, but 1 
really didn't mean to give the 
impression they were terrible—a 

| few of us old-timers are here 
today solely because of the 
quality of those early issues. 
However, whether or not people 
agree with certain editorial 
changes made over the years, 1 
do believe we've improved the 
overall quality and consistency 
of the publication. —ed 


letters to the editor»»»comments»»»advice 


| Mixed feelings 

| I'm not sure [whether] to be 

| happy or sad that you are 10 

| years old! 1 have been reading 

¦ the magazine since issue 10 (yes | 
| still have it) and have mixed feel- 
; ings about the type of magazine 

|. you have been forced to 

| become—mostly because I'm nos- 
| talgic and hate change—but the 

| fact that | still subscribe must 

| surely be a positive sign. 

i Probably the most over- 

| whelming difference between 

| isssue 10 and issue 120 is the 

| sheer number of games being 

| reviewed and advertised. The 

| number of choices is overwhelm- 
! ing, and as soon as you commit 

! to a good game, some evil bas- 

| tard brings out a better version 

! with updated Al and better 

| graphics etc....of course we just 

| "have" to have it. 

| Other magazines have taken up 
| the mantel for hard core strategy 

| fans but you are still in my opin- 

! ion by far the finest PC magazine 

! on the market both here in 

| Scotland, the UK, and abroad. 

! Anyway, good luck for the 

; next 10. 

! Jim Dunn 
| 

i 


New Scars of Vellous ! 
Expansion Exposed ye? 
1 


The Secrets Behind. 


MechWarrior 4 


Games & 
Windows, 


Send all correspondence to: 


editoracdmag.com 
Letters may be edited for space considerations. 


The mature approach 
Congratulations on your tenth 
anniversary! 

It's been a long haul but | have 
followed you for most of the way. | 
was introduced to Strategy Plus by 
an old friend of mine who had an 
Amiga and was also into 
boardgames. Although back then 
it was a British publication it was 
still difficult to get hold of (even 
today | know of only one shop in 
Hinckley and the neighboring 
town of Nuneaton that stocks it). | 
started with issue eight, which had 
reviews of Speedball 2, 
Megatraveller 1, Joe Montana 
Football (including an interview 
with him) and even boardgame 
reviews that included Line In The 
Sand and Pro Football Fantasm. 

Why do | buy your magazine? 
You have always had the most 
honest and accurate editorials, 
previews, reviews, features etc, 
etc, and in my humble opinion 
you are head and shoulders above 
any other computer games maga- 
zine that | know of. 

Keep up the good work. | 
understand that you have to move 
with the times but it has always 
been my opinion that your maga- 
zine is aimed at the more mature 
games player so | hope that, what- 
ever formats you may adopt in the 
future, you never lose sight of this. 

Thank you and best regards, 

Mark Jones 


Nostalgia 
Just wanted to say how much I 
enjoyed "Decade of Games." I felt 
a brief moment of nostalgia as | 
remembered old classics long 
gone and the anticipation of some 
that did not even make it. But best 
was remembering your old flare 
with letters to the editors and the 
sharp wit that accompanied it. | 
used to flip to it first when an issue 
arrived in the mailbox, sometimes 
| would even laugh out loud. 

A. Kulick 


Aw c'mon, you don't laugh at 
requests for hot and sweaty pic- 
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tures of Lara Croft, and the oh-so- 
wacky responses? —ed 


Accomplishments 
Гат a new subscriber and | must 
congratulate your staff for deliver- 
ing such fine articles! 10 years old 
and on your 120th issue, what an 
accomplishment. In the beginning 
there were many awful games, but 
your magazine still sought them 
out and reviewed them. So you 
guys did your job full heartedly 
and delivered the best informa- 
tion. For this, 1 salute you. 

"We're Officially Ancient" was 
a very enlightening article and 
hints on the history of your pub- 
lication and what a grand histo- 
ry you have! Thank you for 
delivering some secrets to 
MechWarrior 4, and by the way, 
the cover was outstanding! 
Standing ovation to Computer 
Games and to the staff for giving 
us excellence in each issue! 

Paul Dale Roberts 


Keep on subscribing 
Happy birthday Computer Games 
Magazine! | did my part and 
signed up for another year. You 
guys and girls do a great job of 
keeping the cyber warriors of the 
world informed about everything 
we need to stay competitive in the 
fast moving and ever changing 
world of PC games. Thank you. 
Also, your MechWarrior 4 arti- 
cle was wonderful. I’ve been 
playing Mech games for almost 
five years, online and off, and it’s 
this kind of information that 
keeps me ahead of the pack. It’s 
these kind of articles that provide 
me with the info that my Clan, the 
Death Jester Combine, depends 
on. You people rock! Thanks 
again, you're my first choice for 
years to come. 
Brawler, 
Khan of the Death Jesters 


Forbidden mistake 

Did anyone bother to tell Heinz 
Schuller (art lead, MechWarrior 
4) that Robbie the Robot was 


in Forbidden Planet, not 
Fantastic Voyage? 
Skip Bachmann 


We think someone just did. —ed 


New CGCD 
1 just want to compliment you 
guys on your way cool new demo 
CD. | popped it in and was like, 
"What the heck? Where's that little 
black and white curtain with comy 
background music?" | like the new 
interface and options of the new 
CD. The last time | put it in, | 
noticed the music option on the 
top left of the screen. “Awesome!” 
1 said as the club techno track res- 
onated through my room. Doug 
Davenport, you are a master! Hey! 
Maybe you could change the track 
every month or so. Also, my com- 
pliments to Brendan McWeeney. 
Keep up the good work! 

Philip Dunn 


Can't you just feel the love? —ed 


Scarred by Velious 
I'm writing to comment on the 
preview you did of the new 
EverQuest expansion [Scars of 
Velious, CGM 120]. It's shown me 
that the game is still not worthy of 
my time, effort and money. 

| quit playing EverQuest soon 
after its first expansion, Ruins of 
Kunark, as | was sorely disap- 
pointed by their lack of creativity 
and inventiveness. Scars of Velious 
is no different. Once again, the 
game developers have missed an 
opportunity to truly impress. Oh 
sure, the improvements are new to 
the game, but it sounds to me like 
a rehash of certain gameplay 
aspects of popular rival, Diablo Il. 

Linear Story. You must pass 
through the first parts of the story 
line in order to proceed. Hmm... 
this sounds suspiciously like the 
four acts in Diablo II. You can't 
play in the next act until you pass 
the boss in the previous one. 

Dragon Rings. Once you have 
reached a certain milestone in the 
storyline/map you can access that 
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ı point at a Dragon Ring and bypass 


the parts you have completed. 
Sounds a lot like Diablo II's way- 
point system. 

More Interactivity. Sorry, but 
Butler’s definition of interactivity 
falls way short in the mind of this 


| yole-player. He claims that upon 


killing certain important NPCs 
another bigger, badder NPC will 
be triggered to appear. Hmmm... 
yet another rip-off of Diablo II's 
mechanism for getting Diablo to 
appear in the Chaos Sanctuary. 

EverQuest is a glorified hack and 
slash with prettier graphics and 
more sociability. What it’s lacking 
is the truly interactive storylines 
that a real role-playing game 
demands. The best game masters 
compel an unruly horde of players 
with an intricately woven tale that 
is well executed. Unfortunately, 
EverQuest GMs are hardly ever seen 
except to play referee between 
whiney tattle-tales. Not only do 
they fail miserably at story telling, 
they don't do a good job of keep- 
ing the peace either. 

That's my two coppers worth, 
thanks. (Bows to the crowd assem- 
bled before her and gingerly steps 
down off the rickety soapbox.) 

Chereya Y'Larin 


Cooperate, not compete 

Do game makers create coopera- 
tive games anymore? | see games 
like Quake III or Tribes, where you 
can frag one another or play 
team capture-the-flag, but does 
anyone make a first-person 
shooter (Unreal, etc) or a third- 
person adventure (Drakan, Tomb 
Raider, etc) that one or more 
players can play cooperatively 
across a LAN or single computer 


| throughout the adventure? 


Larry Sobers 


While you could cooperatively 
suffer through the horror that is 
Daikatana, there are a few good 
mission-based co-op games 
around, such as SWAT 3: Elite 
Edition and Rainbow Six: Rogue 
Spear. —ed 
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'BALDUR'S GATE 11: 
SHADOW OF AMN' The 
newest title in the 
Baldur's Gate series adds 
new classes, spells, and 
items and uses an iso- 
metric, top-down view. 
The game is real-time but 
is pauseable, and actions 
may be assigned to char- 
acters in your party at 
that time. 


Interplay (Roleplaying) 
Release: NOW 
PC CD 


| ‘ARCANUM: OF STEAMWORKS & [- 
MAGIC’ The shift from magic to tech- 
nology has created an explosive situ- 
ation in Arcanum. Customize your 
| character, 8 basic stats, more than 12 | 
| derived stats, 16 primary skills, 80 SS 
| spells in 16 colleges, & 56 technolog: 

| ical degrees in 8 disciplines. Take on |g 
ogres in real-time, or plan your strate- | 
gy through turn-based combat. Take | 
the adventure online cooperatively or 
competitively over the Net or LAN 
Sierra (Roleplaying) 

Release: 01/01 

PC CD 


| ‘WIZARDS & WARRIORS’ An evil 
Pharoah has overcome a curse & 
returned to wreak havoc on Gael 
| Serran. Only the Mavin Sword can 
| defeat him. You must uncover the 
|sword's legend & save the land. 
Use over 30 skills & 50 traits in 
| тоге than 100 adventures & 
quests. Features over 50 PC char- 
| acters, 11 clans, 100 NPC charac- 
ters, & 300 monsters. Run, jump, 
| climb, fly, & more. 

| Activision (Roleplaying) 
| Release: NOW 

PCCD 


| ‘ICEWIND DALE’ A single, or multi- 
player, role-playing game set in 
Wizard of the Coast's granddaddy of 
all fantasy gameworlds, the Forgotten 
Realms. The focus in Icewind Dale is 
on the party rather than a sole hero. 
Features AD&D second edition rules, 
the same system used in Baldur's 
Gate, more than ten new, major, areas f 
as well as several smaller locations to 
explore and over 50 dungeon levels. 


Interplay (Roleplaying) 
Release: NOW 


"ESCAPE FROM MONKEY ISLAND" 

| finds series hero, perennial pirate- 
wannabe Guybrush Threepwood. 
returning to face sociopathic par- 
rots, freakishly deformed bucca- 
neers, and an insult flinging original 
villain with a sinister agenda. So 
begins the next captivating chapter 
in the long-running Monkey Island 
series. Buccaneers, hoist the 
yardarms, batten down the hatches, 
and let the insults fly! 

| Lucas Arts (Adventure) 
Release: NOW 

PC CD 


‘DIRT TRACK RACING: S 

| CARS’ is the first game to capture. 
the essence of sprint car racing. It 
realistically simulates the physics. 
of these unique machines, with 
| their distinctive angled wings and 
top speeds of up to 170mph. Four fh. 
| different models of sprint car in 10 
separate series, with over 50 differ- M 
ent sprint car skins. 


| Wizard Works (Sports) 
Release: NOW 
PC CD 


Free G 


Game 0 


ffer! 


COMPUTER GAMES: ROLE PLAYING 


Tmr Release PRICE Tm Runs: Paice ТШЕ “RELEASE PRICE Tite "RELEASE Price 
Anachronox 02/01 $33.95 — Hexplore 09/98 $12.95 Shattered Light w/Book — 06/99 $28.99 Ultima Ascnsn/Renssance 08/00 $39.95 
Icewind Dale 07/00 $42.95 Silver 11/99 $32.95 Ultima Collection. 02/98 $1295 
Asheron's Call 11/99 $29.95 King of Dragon Pass 02/00 $37.50 Ultima Online: Renaissance05/00 $18.95 
Baldur Gate w/EP 1 11/99 $32.95 Lands of Lore 01/94 $1295 Star Trek ConQuest. 06/00 $24.95 
Baldur's Gate 12/98 $24.95 Lands of Lore 3 04/99 $17.95 [X i 
Baldur's Gate 2 09/00 $42.95 Legacy of Kain 2 09/99 $28.95 Br ОГ RADIANCE PAIS or 
Deus Ex 06/00 $28.95 Legends of Might & Magic09/00 $44.95 | Radiance has been discovered in the 
Diablo 01/97 $9.95  Meatal Gear Solid 10/00 $38.95 | ruined city of Myth Drannor. Features. 
Diablo Bundle. 10/98 $15.95 Might & Magic 7 06/99 $2295 | the new 3rd Edition Dungeon & 
Diablo I 06/00 $44.95 Might & Magic 8 03/00 $32.95 | Dragons Rules, 3D character & mon- 
gons Rules, 3D character & moi 
Diablo II Expnsn Pek 04/00 $29.95 Might & Magic Compilation11/98 $27.95 | Ster models, ‘interactive environ- 
Disciples of Steel 09/96 $5.95 Might & Magic Trilogy 12/95 $17.95 ments, Con based, combat system, 
EverQuest Scars of Velious01/00 $39.95 — Neverwinter Nights 07/01 $4495 | Multiplay & singleplay- dungeons, 
EverQuestRuins Kunark 04/00 $34.95 Мох 02/00 $3895 | non-linear quests, over 100 spells 
Fading Suns МЫ Armda 10/00 $39.95 — Odium 11/99 $14.95 | and new D&D monsters and items, 
Fatherdale:Grdns of Asgrd 06/01 $42.95 Planescape Torment 12/99 $29.95 
Final Fantasy VII 06/98 $18.95 " | 
Final Fantasy VIII 01/00 $38.95 Rage of Mages 2 10/99 $12.95 Mindscape (ERED) 
Forgotten Rims Arcvs 3 08/99 $9.95 Ravenloft 1 & 2Bndle 02/97 $7.95 PC CD 
Forgottn Rims Arcvs 2 08/99 $9.95 Realms Arkania Tril 10/97 $8.95 
Forgttn Rims Silver Ed 08/99 $24.95 Revenant 10/99 $27.95 Swords of Heroes 06/00 $42.95 Warlord 11/00 
Good & Evil 12/00 $42.95 Septerra Core 11/99 $16.95 The Summoner 01/00 $42.95 Werewolf: Apocalypse 11/00 $38.95 
Gothica 10/00 $44.95 — ShadowBane 09/00 $39.95 — Throne of Darkness. 11/00 $42.95 Wizardry 8 11/00 $44.95 
Heroes M&M Compendium0/97 $28.95 Shadowrun: Assassin 06/00 $42.95 — Ultima 9 Ascension 12/99 $39.95 
COMPUTER GAMES: ADVENTURE 
11/00 $28.95 — Gabriel Knight 3 11/99 $29.95 Muppet Treasure Island 08/96 $35.99 Quest for Glory 5 12/98 $19.95 
7th Guest 09/97 $8.95 Grim Fandango 10/98 $995 Myst 03/94 $12.95 Real Myst 3D 10/00 $39.95 
Tth Guest 2 11th Hour 11/95 $8.95 Нуре: Time Quest 11/99 $19.95 Myst 2 w/Hint Book 08/99 $12.95 Real Neverending Story 11/00 $42.95 
7th Guest/11th Hour 03/97 $14.95 — Indy Jones Infrnl Mchne 11/99 $39.95 Myst 2: Riven 11/97 $24.95  Redguard 11/98 $14.95 
Abe's Exodus 12/98 $16.95 Inherent Evil Hntd НИ 12/99 $14.95 Rent a Hero 01/00 $25.95 
Adrenix Crisis 07/98 $39.95 К Came From Zog! 10/00 $39.95 Myst Mstrpce Edition 09/99 $28.95 Return of the Phantom 07/93 $2.95 
Adventure at Chateau d'Or 10/00 $39.95 — Jack Orlando 06/00 $39.95 — Myst:Dimensions 11/00 $39.95 Return to Krondor 12/98 $14.95 
Alone in Dark New Ntmre 11/00 $39.95 Jewels Of the Oracle 03/95 $19.95 Nemesis 1096 $8.95  Riana Rouge 01/98 $18.95 
American McGee's Alice 10/00 $45.95 Jewels Oracle 2 01/99 $19.95 New Adv of Time Mchne 09/00 $28.95 Riddle Master Lu 10/95 $395 
Amerzone 10/99 $34.95 Journeyman Prict Trly 05/99 $28.95 Nocturne 10/99 $14.95 Riddle of the Sphinx 11/00 $19.95 
Atlantis 2. 06/00 $24.95 КО8:Маѕк of Eternity 12/98 $14.95 Odyssey 10/00 $28.95 Ring 07/99 $24.95 
Blade Runner 11/97 $17.95 King's Quest Collection 11/99 $14.95 Of Light & Darkness 04/98 $24.99 Sacred Amulet 07/00 $19.95 
Blair Witch Episode 1 09/00 $19.95 Kingdom II:Shadoan 09/00 $39.95 Omikron: Nomad Soul 11/99 $26.95 Sacred Mirror of Kofun 11/96 $19.99 
Blair Witch Episode 2 10/00 $19.95 Lander 09/99 $14.95 Outcast 08/99 $22.95  Safecracker 05/00 $19.95 
Last Call 08/00 $19.95 — Overseer 03/98 $19.95 
Blaze & Blade 01/00 $19.95 Pandora Directive 08/96 $19.95 Scooby Doo Ghost Town 10/00 $29.95 
Bugs Bunny & Taz:Tm Bstrs09/00$39.95 Liath 11/00 $39.95  PhntsmgriaStgerght 04/99 $38.95 Scooby Doo Phanto Knight11/00 $29.95 
Chicken Run 10/00 $28.95 — Light Bringer 02/00 $19.95 Police Quest 5 SWAT 12/95 $9.95  Scooby-Doo:Myst Fun Pk 10/99 $18.95 
Clive Barker's:Undying 02/00 $4295 Lyr GoING TN is the 1st military Seeker 10/00 $44.99 
Creature Shock 11/94 $1295 | Stealth shooter to stress cunning Seven Games of the Soul 10/00 $19.95 
Curse of Monkey Isle 11/97 $995 |а Covertness over firepower. Its Shadow Man 09/99 $19.95 
Daria's Inferno 10/00 $3995 | voy against a rogue Russian Tender Loving Care 06/99 $24.99 
Dark Earth 1097 $895 Colonel in a race to prevent The Crystal Key 02/00 $18.95 
Dark Half 01/00 $4499 | nuclear meltdown in Europe. The Forgotten 02/00 $18.95 
Dark Side Moon wiBook 08/99 $3995 | infiltrate the toughest military Time Traveller 12/00 $39.95 
Dark Side of Moon 12/98 52895 | installations in Europe. Use your Ш Tomorrow Never Dies 10/00 $42.95 
Darkness: Supernatural Coll01/00 $28.95 | Skills in thievery, hacking, & sabo- Tonic Trouble 10/99 $26.95 
Dead Unity 02/99 $4599 | tage, Equip yourself with the latest Traitor's Gate 05/00 $19.95 
Desperados 09/00 $39.95 NATO spy gear & weapons to Under Kling Moon w/Book 11/94 $8.95 
Destiny 1096 $8.95 | defeat bunkers, tanks, & gunships. Venice Under Glass 09/00 $28.95 
Dracula:The Resurrection 06/00 $26.95 | Eidos (Adventure) Wheel of Time 11/99 $28.95 
Escape from Dr. S 06/00 $3999 | Release: NOW. Wild Wild West 12/99 $18.95 
Escape from Monkey Isle 11/00 $39.95 | pC бр X-Files Adventure Game 06/98 $19.95 
Fallout 10/97 $14.95 XFile Adv Gme&Movie Bndl07/99 $29.95. 
Fallout 2 11/98 $18.95 Longest Journey 06/00 $39.95 Prince Persia Coll LE — 12/98 $18.99 Zero Critical 05/09 $18.95 
Fallout 3 03/00 $39.95 — Lotus Spring 05/00 $24.95 Prince of Persia 3D 09/99 $23.95 
Mankind 09/00 $19.95 Оіп:ТотЫ Middle Kingdom07/96 $18.95 Zork: Grnd Inquisitor 10/97 $28.95 
Frankenstein 11/95 $14.99 Morpheus 10/98 $18.95 Queen: The Eye 01/00 $36.95 — ZorkNemesis 04/96 $12.95 
3 | 
COMPUTER GAMES: SPORTS | 
Alley 19 Bowling 02/00 $18.95 Extreme Horse Racing 09/99 $14.95 Links LS 2000 10-Crs Pk 02/00 $18.95 NHL Championship 2001 07/00 $42.99 
Ameren Deer Hntr 2000 08/99 $14.95 F1 2000 03/00 $37.95 Links LS 2001 09/00 $44.95 NHL Hockey 2000 09/99 $18.95 
Backyard Baseball 08/00 $34.95 F1 World Gran Prix 99 06/00 $22.95 Links LS 99 11/98 $26.95 NHL Hockey 2001 09/00 $39.95 
Backyard Soccer 2001 09/00 $19.95 FIFA Soccer 2000 11/99 $18.95 Madden NFL 2000 09/99 $17.95 
Baseball Mgl Wrld Srs 12/98 $28.99 FIFA Soccer 2001 10/00 $38.95 Madden NFL 2001 08/00 $39.95 PGA Championship 2K 06/00 $32.95 
Baseball Mogul 2000 10/99 $28.95 Football Mogul 03/99 $18.95 Microsoft Baseball 2001 05/00 $29.95 Pipe Dreams 2 11/00 $28.95 
Beet Buggin Racing 04/00 $19.95 — Ford Racing 10/00 $18.95 Mountain Game Hunter 09/99 $9.95 — Snowmobile Chmpshp 200012/99$18.95 
Cabela's BGH 4 09/00 $18.95 Formula 1 '99 02/00 $24.95 — MS Golf 2001 Ed. 08/00 $20.95 Superbike 2001 10/00 $38.95 
MS Intl Football 06/00 $24.95 Supreme Snowboarding 11/99 $37.99 
Championship Mgr 3 04/00 $28.95 Harley: Road to Sturgis 08/00 $18.95 МӘ NFL Fever 2000 09/99 $19.95 Sydney 2000 08/00 $28.95 
Deer Hunter 3 11/99 $17.95 High Heat Baseball 2001 03/00 $27.95 МТУ Sports Skateboarding09/00 $28.95 Tiger Woods 2001 11/00 $39.95 
Deer Hunter 4 09/00 $19.95 Insane 09/00 $24.95 Tiger Woods PGA Tour Clln09/99 $17.95 
Dirt Track Reg Sprnt Crs 09/00 $19.95 Int'l Rally Champnshp 06/00 $12.95 МВА Basketball 2000 10/99 $17.95 Топу Hawks Pro Skater 2 09/00 $29.95 
Expert Pool 03/00 $18.95 КО Boxing 06/00 $27.95 МВА Basketball 2001 08/00 $42.99 Triple Play 2001 03/00 $38.95 
Extreme 4x4 07/00 $18.99 Links LS 2000 10/99 $38.95 МВА Live 2001 11/00 $39.95 US Open 2000 10/00 $19.95 


2000 CHIPS & BITS, INC. 


"QUAKE III ARENA TEAM 
MISSION PACK' With 

AKE [I] 
Quake Ill Mission Pack ne 
the focus of the missions T E A M А RENA 
is team play. Players can 
select from five different 
teams, each with their | 
own pre-designed logo 
and skin. Q3A Mission 
Pack also features twelve | 
new arenas (8 team and 
four tourney arenas), 
several new game types, 
and a revolutionary Al 
that simulates live oppo- 
nent play characteristics. 


gagas a Werk 


s Carmageddon TDR 2000 09/00 $39.95 Obi Wan 10/00 $42.95 
Release: 01/01 FOREVER Санар Cente d ouo 2:285 {Reveals four newly discovered, 
and previously untold adventures, 


PC CD Code Name Eagle 04/00 $19.95 Planet of the Apes. 10/00 $39.95 
o e e e TT TFT —— j Crimson Skies 09/00 $49.95 Quake 11/96 $18.95 


UE TAND WARRIOR | DF 2 Jedi Knight wSith 09/98 $24.95 Quake 2 12/97 $18.95 Russian submarine, to the 
Шер pat Daikatana 05/00 $2895 Quake 3 Arena 1299 $3395 [AU 1 


| advanced new rifles, systems, ВК | rooftops of a hi-tech city in a 
machine guns, heavy guns and | grues Шы сыа search of four ancient artifacts 


| Quake Bundle Pack 01/99 $1495 5 
grenade launchers. Select from a | Damolitión Racer. 11/89 $1695 Rainbow Six Gold 06/99 $22.95 | Create your own adventures with 
the level editor, including an 


| 
team of diverse characters, each | 
| | Descent 3 06/99 $18.95 Return to Castle Wifstn 10/00 $39.95 S 
[With their. own special abilities | Descent 3 Mercenary — 11/89 $17.95 Rogue Spear 1099 $28.95 pe a am 
Descent Freespace 06/98 $9.95 Rogue Spear Expansion 04/00 $19.95 Eidos (Action A 


(Sniper, Demolitions, Close 
Quarters Battle, Aquatics and Heavy Descent: Freespace 2 10/99 $24.95 Rogue Spear Platinum 11/00 $39.95 


ruins of Rome, to the bowels of a 


^ үза. Е E 
Activision (Action) COMPUTER GAMES: ACTION 
HE Now Tme RELEASE Price Tnt Виш Рисе Тт Release Price Reuease Расе 
Abomination 10/99 $26.95 Heavy Gear 3 12/00 $39.99 Spec Ops: Rngrs Ld Way 04/98 $17.95 Thief: The Dark Prict 12/98 $14.95 
== SERIES Alien Ressurection 11/00 $42.95 — Heavy Metal 08/00 $38.95 Spec Ops:Ranger Gold 11/99 $27.95 Tomb Raider 2 Gold 06/99 $17.95 
ЛЕНЕ FOREVER ике Alien vs. Predator 2 03/01 $39.95 Hidden & Dangerous 07/99 $18.95 Speco Ops Platinum 09/00 $28.95 Tomb Raider 3 11/98 $16.95 
retooled sequel. Dr. Proton has Alien vs.PredatorGold 04/00 $28.95 Hidden & Dangerous 2 01/00 $38.95 Star Trek Away Team 05/00 $39.95 Tomb Raider 4 12/99 $28.95 
taken over Area 51 and nuked Las Amen: The Awakening 04/00 $39.99 Star Trek Hidden Evil 12/99 $24.95 Tomb Raider 5 11/00 $38.95 
Vegas. Making use of the Unreal Bang! - Gunship Elite 08/00 $34.95 Interstate 76 03/97 $12.95 Star Trk DS9 Fallen 10/00 $38.95 Tomb Raider Gold 03/98 $12.95 
Battlezone 2 12/99 $24.95 Interstate 82 11/99 $18.95 Star Trk Kingon Acadmy 06/00 $38.95 Tomb Raider Lost Artfct 03/00 $17.95 
engine, the team at 3D realms Battlezone Gold 09/99 $22.95 Kingpin: Lite Crime 07/99 $2495 Star Trk Wor Elite Fre 0900 $39.95 Tomb2/Total Bundle 10/99 $14.95 
EE M INDE d Beach Head 2000 06/00 $18.95 Kiss Psych Cres Nim Ch 07/00 $3895  Starlancer 05/00 $38.95 Twisted Metal 2 11/97 $19.99 
3Dfx support. Multiplayer options Blood 2 12/98 $17.95 Месһ 2 Titanium Tril 04/98 $14.95 Unreal 2 04/00 $38.95 
and incredible lifelike environ- | Blood 2: Nightmare Lvls 03/99 $8.95 Messiah 03/00 $34.95 — Starsiege Tribes 2 10/00 $42.95 Unreal Gold Bundle 10/00 $12.95 
ments. ae УШ Slayer mA к 95 Midtown Madness 05/99 KE 95 Rx n Extr S ree Unreal Tournament 11/99 $29.95 
te lenegade 1/۸ 42.95 Midtown Madness 2 09/00 $39.95 system Shock А 
Infogrames (Action) * DUKE il UKEN Ке 1% 918851 MO 12188 52295 TOMB RAIDER 5: CHRONICLES" 


Gunner). Developed from the same. Deus Ex 04/00 $2395 Rollcage 2 07/00 $38.95 Release: NOW 
engine used to train the US ARMY 4 f PC CD 
LIEU TEE ОЕ : , evil Inside 2 02/00 $3995 Rune 10/00 $42.95 
EA (Action) : j | Oie Hard Trilogy 2 03/00 $24.95 SWAT. 3:Elite Edition 10/00 $39.95 Tachyon: The Fringe 0400 $3495 Urban Chaos 12/99 $24.95 
| Release: NOW | f | Die by the swora 03/98 $9.95 SWAT 3: Close Quarters 11/99 $32.95 The Devil Inside 06/00 $38.95 Warriors of Might & Мос 11/00 $38.95 
PCCD а Evil Dead:Hail to King 10/00 $39.95 SWAT Career Pack 0400 $3495 The Grinch 11/00 $39.95 Warzone 2120 11/00 $34.95 
И] Freespace 2 Sci-Game Year06/00 $34.95 Sanity 0900 $44.95 Тһе Mummy 11/00 $3995 Witchaven 0995 $899 
а теа Shell Shock 01/00 $1999 Thiet 2 Gold 10/00 $1895 — Wolfenstein 3D 03/98 $1295 
SERBEQE WIDES E. ADS Най Life Adrenaline PK 01/00 $39.95 Soldier of Fortune 03/00 $38.95 X Сот Collection 11/99 $27.95 
team-based warfare to new heights. f Half Life:Game of Year Ed 07/99 $34.95 Soldier of Fortune Gold 11/00 $44.95 Thief Gold: Dark Projet 11/99 $17.95 Х-Сот Alliance 11/00 $39.95 
Welcome to Tribes 2, where only & Heavy Gear 2 06/99 $14.95 Spec Ops 2 11/99 $2495 Thief Il 05/00 $33.95 
| superior teamwork and cunning = С т=з ا‎ — — 
| tactics will ensure your Tribe's sur- | COMPUTER GAMES: SIMULATION 
puo DERUnprecedonted (inpeva- 1943 Euro Air War 11/98 $18.95 Fly the Best MS FS 98 08/99 $28.95 MS Combat Flight Sim 11/98 $28.95 — Need for Speed 4 06/99 $18.95 
tions to team-based play and in- 30 Railroad Master 10/98 $49.99 Flying Nightmares 2 09/00 $35.99 MS Combat Flight Sim 2 10/00 $44.95 Need for Speed:Motor City09/00 $39.95 
a hes 3D Uhr Rdo Cntr Rong 11/99 $1895 Formula 1 97 06/97 $29.99 MS FS 98 Afren Safi 02/99 $2495 Pacific Theater 07/00 $28.95 
русира and ENR AMA Superbike 09/99 $29.95 Grand Prix 500 03/00 $24.95 MS FS 98 Air Force One 09/98 $9.95 Panzer Commander 05/98 $995 
р Aces Collection 2 05/97 $18.95 Grand Prix Legends 1098 $18.95 MS FS 98 Dang Airport 02/99 $1995 Panzer Elite 12/99 $34.95 
Tribes 2 is the ultimate team-based Across the Rhine 08/95 $9.95 Grey Wolf 05/95 $12.99 MS FS 98 Flight Bag 07/99 $28.95 Pedal to the Metal 08/99 $995 
S 2 (Action) Airport 1 05/00 $28.95 Gunship! 0400 $3495 MS FS Airport 2kv.2 0400 $32.95 Private Pilot 08/00 $29.95 
ШИ) edili ie Apache Havoc 04/99 $1295 — Hangsim 08/00 $37.95 М5 Flight Sim 2000 10/99 $38.95 Revolt 09/99 $24.95 
PCCD Я Ares Rising 09/98 $1495 Harley-Dvdsn's Race Am 01/00 $14.95 MS Flight Sim 2000 PE 10/99 $5995 Red Baron 3D 11/98 $16.95 
Armored Fist 2 10/97 $12.95 Independence War2 08/00 $4295 MechWarrior 3 06/99 $18.95 Reno Air Races 11/00 $35.95 
[ - : Armored Fist 3 10/99 $17.95 Independence War Dix 0899 $17.95 MechWarrior 3 Exp Pk 12/99 $22.95 50-27 Flanker 2 11/99 $36.95 
A NGIEORTRESS 22 THE Israeli Air Force 09/98 $1695 MechWarrior 4 11/00 $44.95 Silent Hunter 2 11/00 $4495 
ШЕШН commendo tne Battle for Midway CFS 08/99 $2895 Jane's USAF 10/99 $36.95 Mechwarrior 2 NetMech 07/96 $12.95 Spirit of Speed 1937 08/00 $39.99 
eae pid ШЫ Battlecruiser Millenium 11/00 $44.95 Janes Air Superiority Coll 08/00 $39.95 Star Trek Bridge Commdr 04/00 $44.95 
eee P Ede Асы { Behind Enemy Lines CFS 04/00 $24.95 Jeff Gordon XS Racing 06/99 $19.99 Mile High Club 06/95 $995  Starsiepe 03/99 $1895 
YING; BreakNeck 06/00 $27.95 Jet Fighter 3 Classic 10/99 $14.95 Mobil 1 Rally Champ 03/00 $26.95 StartUp 07/00 $28.95 
cides, Europe. Locate and bomb FORTRESS Castrol Honda Sbike 2000 01/00 $24.95 Је! Fighter 3 Missn 05/97 $9.95 Monaco Grand Prix Reg 2 06/99 $31.95 — Steel Beasts 08/00 $42.95 
Е аата jio М Colin McRae Rally _ 04/00 $24.95 Jet Fighter 3 Platinum 1197 $9.95 Моо Racer GP 2 11/98 $1495 Stunt GP Racing 11/00 $28.95 
| Soup ST enemy attacks: M. Comanche 3 0497 $1295 [е O کم‎ Super 1 Karting 08/00 $35.95 
Breathtaking air combat sequences TOEKEN 10/00 $3895 | SILENT HUNTER II’ recreates the Super Bike 2000 03/00 $35.95 
through photorealistic terrain Comanche Gold 05/98 $1855 | battles between Hitler's U-boat Test Drive 6 12/99 $28.95 
makes it all feel incredibly real. Conquer the Skies 10/97 $895 |force & Allied convoys. Multiplayer Test Drive Cycles 08/00 $34.95 
Microprose (Simulation) Destroyer Command 12/00 $42.95 B HAN | L. Test Drive Le Mans 04/00 $34.95 
Release: NOW Dirt Track Racing rene i986 ИШАН difficulty levels & s Test Drive Off Road 3 11/99 $21.95 
PC CD Enemy Eng Cmnch vs. Hm05/00 $34.95 | PIE | dynamit * Thrust, Twist & Tum 0800 $37.95 
FAS CETE Супа ира а Tour Саг Challenge 1099 $22.95 
"FORD RACING’ Sit in the drivers F-16/MiG29 Bundle 10/98 $24.95 D detailed & realistic Train Dispatcher 2 08/98 $39.99 
КОКОДОН caretrang: F-16 Agressor 06/99 $18.95 ч Tuskegee Fighters. 04/00 528.95 
ИЖОК: ШЕШЕП F-22 Lightning 3 05/99 $18.95 Uti. Васе. Series 3 08/00 $17.95 
ES ETE e se les ortha || F/A 18 Hornevkorea Bnat 09/98 $28.95 Ultim. Fligh. Ser4 02/00 $17.95 
Ts sro tatina рше race Тай, НАЛЕ Super Homet 0800 $3495 |SS] (Simulation) i Ultimate Flight Srs 3 09/00 $17.95 
|the star of the NASCAR® circuit = ak FI World Grand Prix2K 0800 $1895 [нерее ер = E| Ultimate Motorcycle Srs 03/00 $17.95 
A ESI EOD _ ENE Kors Gold Mac 90 En 5 à Ultimate Racing Srs2 — 03/00 $17.95 
CES MY Ду шш Falcon 3 Classic 1097 $895 Motocross Madness 2 06/00. $35.95 Wild Metal Country 09/00 $4295 
| Battle against other drivers in three Falcon 4.0 wBinder 12/98 $19.95 Jet Fighter Full Burn 07/98 $12.95 NASCAR Heat 08/00 $3995 Wings Over China 09/00 $28.95 
EE AE ODI Falcon Gold 07/94 $9.99 Jungle/Desert Strike 07/95 $8.95 Nascar 2000 03/00 $36.95 Wings of Destiny 03/00 $17.95 
О АЕ RS Fighter Squadrn: SDOE 0399 $12.95 Ка-52 Team Alligator 03/00 $28.95 Nascar Acceleration Pk 04/00 $39.95 World of Combat 11/96 $2495 
Talonsoft (Simulation) Flight Combt Thndr Erpe 11/00 $44.99 Luttwatfe Commander 12/98 $24.95 Nascar Racing 4 11/00 $3995 Х-Сот Interceptor 08/98 $395 
| Release: NOW Flight Un 3 Scenery 09/00 $44.99 M1 Tank Platoon 3 09/00 $42.95 Nations Fighter Command 12/99 $24.95 X-Treme Flight Pack 12/98 $34.95 
IPC C Flight Unlimited 3 09/99 51895 МТА? Abrams 03/97 $6.99 Need Speed:Porsche Un! 03/00 $37.95 X-Wing Alliance 03/99 $24.95 
Fly 2K 08/00 $27.95 М5 CFS Combat Pilot 1 07/00 $28.95 Need for Speed 3 09/98 $14.95 XWngv Tie W Binc Pwr 10/98 $1895 
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COMPUTER GAMES: STRATEGY _ 


Tme Ван 


1830 RR/Rbbr Baron 04/95 
Tth Legion 10/97 
AD&D Birthright 07/97 
AlWars - The Awakening 07/00 
Age of Empires 10/97 
Age of Empires Gold Ed 04/99 
Age of Empires Il 09/99 


Paice 


$19.95 

$9.95 
$18.95 
$29.50 
$24.95 
$32.95 
$39.95 


‘Age of Emprs II:Conquerors09/00 $29.95 


Age of Emprs Rise Rme 11/98 


$2495 


Tme Release Расе Tme Re PR 
C&C Sole Survivor Online 12/97 $19.99 Emergency Room 2 03/99 $19.95 
C&C Worldwide Warfre 12/98 $27.95 Empire Earth 05/00 $39.95 
C&C? Firestorm 03/00 $25.95 Empire of the Ants 07/00 $39.95 
C&C2 With Firestorm 06/00 $39.95 Entrepreneur Corp Exp 11/99 $19.99 
Caesar 2 09/95 $995  Etherlords 06/00 $42.95 

Evolution 01/98 $28.95 
Civ2 Multiplayer Gold Ed 12/08 $18.95 — Extreme Tactics 10/98 $19.95 
Civ 2 Test of Time 08/99 $1495 Fallout Tactics:BoS 02/00 $39.95 
Civ Call to Power 2 11/00 $39.95 Farmland USA 02/00 $12.95 
Civilization 12/95 $8.95 Fast Food Tycoon 10/00 $39.95 


| Eidos (Strategy) 
Release: 02/01 
PC CD 


Age of Wonders. 11/99 


Airline Tycoon 10/00 
Airport Tycoon 04/00. 
Alchemist 03/00. 
Alien Intelligence 12/00 
Allegiance 04/00 
Alpha Cen Planetar Pk 03/00 
Alpha Centauri 02/99 
Alpha Cntri Alien Crssfre 10/99. 
Amazons & Aliens 09/00. 
Ancnt Cnqst: Gldn се 06/99 
Anno 1503 11/00 
Armies Of Armageddon 04/00 
Army Men 05/98 
Army Men 2 03/99. 
Army Men 3 10/99 


Army Men Air Attack 03/00 
Army Men Freedom Pek 01/00 
Army Men Value Pack 09/00 


Army Men World War 07/00 
Art of Magic 04/00 
Axis & Allies 2 04/00 
Axis & Allies Iron Blitz 11/99 
Aztec 01/00 
Battle Isle:Andosian War 10/00 
Battlecrser 3000 AD V2 12/98 
Battlecruiser 3000 10/96 
Battlecruiser 3020 AD 07/00 
Battlefield 1942 11/00 
Battles of Destiny 11/92 
Black & White. 10/00 
Blizzard Legend Pack 07/00 
Blood & Magic 11/96 
Blzzrd Game Year Clictn 02/99 
Braveheart 08/99 
Bugdom 10/00 
Business Tycoon 08/00 
C & C Red Alert 11/96 
C&C 2 Tiber Sun Pltmn 09/99 
C&C 2: Tiberian Sun 08/99 
C&C Gold Bundle 11/98 
C&C Gold W95 02/97 


C&C Red Alert Arsnl 12/98 
2000 CHIPS & BITS, INC. 


$28.95 
$18.95 
$22.95, 
$42.99 
$35.95 
$37.95 
$18.95 
$24.95 
$29.95 
$28.95 
$39.95 
$39.95 
$18.95 
$27.99 
$16.95 
$24.95 
$28.95 
$19.95 
$17.95 
$44.95 


$39.95 
$29.95 
$34.95 
$39.95 
$14.95 

$8.95 
$42.99 
$39.95 

$3.95 
$44.95 
$39.95 
$14.95 
$32.95 
$19.95 
$18.95 
$39.95 
$14.95 


$48.95 
$29.95 
$17.95 
$12.95 
$24.95 


‘SUDDEN STRIKE’ is a real-time strategy and tacti- 
cal simulation game. Set in WWII, with Russian, 
German, French, American & British missions 
focusing on tactical fighting. Up to 1,000 units per 
Scenario, giant maps, realistic gun simulations 
complete with "real" explosions, units gain experi- 
ence and make it from one mission to the next, 
multi player mode: up to 12 players and 4 teams. 


Civilization 2 $12.95 Fate of the Dragon 08/00 $33.95 
Civilization 3 06/00 $39.95 Fleet Command 05/99 $29.95 
Civilztn Call to Powr 04/99 $19.95 Force 21 08/99 $14.95 
Close Combat: Normandy 09/00 $39.95 Force Commander 03/00 $29.95 
Cmmndos:Bynd Call Duty 04/99 $19.95 Ground Control 06/00 $38.95 
Colonization 11/94 $995 Hardwar 08/98 $14.99 
Colonization W95 06/99 $7.95 Него MM Ill Armgddn Blade10/99$24.95. 
Command &Conquer 09/95 $5.95 Него MM Millenium Ed 12/99 $24.95 
C&CArsenal Pack 10/97 $18.95 Heroes Chron. Dragons 11/00 $18.95 
Commandos 09/98 $19.95 Heroes ChronUnderworld 09/00 $18.95 
Commandos 2 11/00 $32.95 Heroes Chronicle Elements11/00 $18.95 
Conflict of Nations 01/00 $39.99 Heroes Chronicles 09/00 $18.95 
Conquer the World 10/97 $12.95 Heroes III with Arma. 07/00 $24.95 


Conquered Kingdm w/SD 08/00 $12.99 
Conquest Earth 09/97 $895 
Conquest New World2 — 10/00 $44.95 
Conquest New Wrid Dix 11/96 $8.95 
Conquest: Frntr Wars 11/00 $44.95 


Heroes MM Ill Shadow 03/00 $38.95 
Heroes of M & МЗ 03/99 $27.95 
Heroes of ММ З Complete 09/00 $29.95 
Hollywood Mogul v2.5 12/97 $28.95 
Homeworld 09/99 $28.95 


Cutthroats 09/99 $26.95 Homeworld Game Year Ed.06/00 $34.95 
Dark Colony 08/97 $6.95 

Dark Reign 2 06/00 $39.95 — Imperial Conquest 12/00 $42.95 
Dawn of War 09/00 $24.95 Imperialism 2 04/99 $18.95 
Diplomacy 12/99 $28.95 Imperium Galactica2 05/00 $34.95 


Disciples 2:Dark Prph 12/00 $39.95 Incredible Machine TM 08/00 $29.95 


Disciples: Sacred Lands 11/99 $29.95 Jagged Alliance 03/95 $12.95 
Earth 2140 10/97 $12.95 Jagged Alliance 2 07/99 $18.95 

Kingdom Under Fire 10/00 $39.95 
Emergency 09/98 $14.95 Lords of Magic 12/97 $12.95 
Emergency Firefighters. Majesty 09/00 $39.95 


06/00 $19.95 


‘KINGDOM UNDER FIRE’ details 
the epic battles on the continent of| 
Bersiah, where the Race of Light| 
(Humans & Elves) & the Race of 
Darkness (Orcs & Ogres) coexist in| 
à brooding cloud of suspicion & 
hostility. Features 70 characters, 20 
missions each for Human & Devil 
races, 7 story missions for each| 


Hero character, RPG elements, & 
different types of multi-player 


Tme Release Price 


Majesty:Northern Exp 11/00 $29.95 
Master of Orion 2 11/96 $12.95 
Master of Orion IIl 11/00 $39.95 


MechCommander 2 01/00 $42.95 
MechCommd Gold 09/99 $28.95 


Metal Fatigue 07/00 $38.95 
Mind Rover 03/00 $39.95 
Myth: Total Codex 11/99 $17.95 
ORB. 10/00 $39.95 
Pax ImperiaDomain 11/97 $12.95 
Pharoah 11/99 $29.95 


Pharoah Add-On:Cleopatra07/00 $19.95 
RR Тусп 2: 2nd Century 05/99 $18.95 
Railroad Tycoon 2 11/98 $18.95 
Railroad Tycoon 2 Gld 09/99 $28.95 
Railroad Tycoon Child Ed 09/00 $39.99 


Risk 2 03/00 $22.95 
Roller CT Loopy Landscapes09/00$29.95 
Roller Coaster Tycoon 03/99 $24.95 
Roller Cstr Tey Exp Pk 11/99 $17.95 
SWAT 3:Battle Plan 09/00 $19.95 
Sacrifice 10/00 $42.95 
Settlers 3 Mission 2 10/99 $22.95 
Settlers 3 Ultimate Coll — 08/00 $39.95 


Settlers 3 w/MD 1 10/99 $22.95 
Sheep 10/00 $28.95 
Shogun: Total War 06/00 $39.95 
SimCity 3000 01/99 $29.95 
SimCity 3000 Unlimited 05/00 $37.95 
Sims:Livin' Large 09/00 $29.95 
SimsVille 02/01 $39.95 
Spaceward Ho! 4 10/96 $4.95 
‘Squad Leader 09/00 $49.95 
Star Trek:Starfleet Cmmd 211/00 $42.95 
Star Trk Armada 03/00 $38.95 


Star Trk Gen Birth Fed 05/99 $12.95 
Star Trk New Worlds 09/00 $39.95 


Starcraft 04/98 $24.95 
Starcraft Brood Wars 12/98 $19.95 
Starcraft Bttl Chest 12/98 $34.95 
Starfleet Command GE 06/00 $33.95 
Stars Supernova. 01/00 $39.95 
Stellar Frontier 08/00 $38.95 
Submarine Titans 08/00 $39.95 
Sudden Strike. 10/00 $39.95 
TA:Kingdoms-Iron Plague 03/00 $19.95 
Tanktics 12/09 $17.95 
Theocracy 12/00 $37.99 


Three Kingdoms:Ft of Drgn09/00 $34.95 
Total Annhitn Kingdoms 06/99 $19.95 


Total Annihilation 10/97 $895 
Total Annihilation 2 12/00 $39.95 
Total Annitn CrCtgcy 04/98 $19.95 
Total War 01/99 $18.95 
Tot! Annhitn Btt Totes 08/98 $17.95 
Tribal Rage 06/98 $14.95 
Tropico 03/01 $39.95 
Tycoon Collection 01/00 $38.95 
Tzar 04/00 $19.95 


Wall Street Trader 2001 10/00 $18.95 
Wall Street Trader 2K 01/00 $17.95 


Wall Street Tycoon 07/00 $39.95 
WarCraft 2 Battle.net Ed 10/99 $18.95 
Warcraft 2 12/95 $18.95 
Warcraft 3 06/01 $42.95 
Warhmmr 40K Rites War 07/99 $21.95 
Warlords 2 Dix 09/95 $34.95 
Warlords 3 08/97 $895 
Warlords 4 05/00 $42.95 


Warlrds 3 Drk Lrd Rsg 08/98 $25.95 
Worms Armageddon 06/99 $24.95 
X-Com Apocalypse 08/97 $895 
X-Com Terr frm Deep 03/95 $6.95 
X-Com UFO Defense 06/94 $895 


X-Tension 06/00 $34.95 
X: Beyond the Frontier 01/00 $23.95 
Yoot's Tower 04/99 $35.99 


Zeus:Master of Olympus 11/00 $39.95 


"EMP! 
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‘STAR TREK: 
STARFLEET COMMAND 
2' Embark оп a career as 
a starship officer and 
take the helm in the ulti- 
mate RTT (real-time tac- 
combat 
experience. Choose 
from 8 races to play with 
all new single and multi- 
player campaigns. The 
new dynamic campaign 
system Metaverse) 
allows players to create 
an entire career in an 
evolving galaxy full of 
intrigue. 


Interplay (Strategy) 
Release: NOW 
PC CD 


| LOOPY LANDSCAPES’ 


‘ROLLER COASTER TYCOON 
Expand 
your imagination by using Rocket 
Ships, Medieval Castles, Winter 
Wonderlands, & many other new 
environments. Build on new land- 
scapes, provide more shops & 
stalls, or play one of 30 new sce- 
narios. Includes the best-selling 
Corkscrew Follies Expansion Pack! 
Microprose (Strategy) 
Release: NOW 
PC CD 

‘ROLLER COASTER TYCOON’ 

Release: NOW 


‘COMMAND & CONQUER: RED 
ALERT 2’ Wielding strange new 
technologies and hungering for 
revenge, the Soviet Army invades 
America. Overwhelmed Allied 
Я forces, unprepared for the surprise 
attack, are decimated. Will freedom 
be crushed under the heels of 
Communist aggression? Take 
charge of 7 unique nations, 8 multi- 
player games, & 30 skirmish and 
multiplay maps. 
Westwood (Strategy) 
Release: NOW 
PC CD 


"REACH FOR THE STARS’ Turn- 
based strategy of galactic explo- 
ration, colonization & conquest. 
Dive into the immense range of 
player controlled game parameters 
or simply focus on galactic explo- 
ration and enemy destruction. 
Features more than 30 preset sce- 
narios, 16 unique species, a diplo- 
matic system, network play, a pow- 
erful scenario editor and tactical 
combat. 
Mindscape (Strategy) 
Release: NOW 
PC CD 


‘SACRIFICE’ Is a fast 3D real time 
Strategy game that separates itself 
by putting you in control of a wizard 
on the battlefield and allowing ele- 
ments of action and role playing to 
enter into the gameplay. Features a 
huge playing fields for multiplayer 
battles that range up to 2.56-kilo- 
meters square. 


Interplay (Strategy) 
Release: NOW 
PC CD 


‘SPACE EMPIRES IV’ Space 
Empires IV is а massive space 
stralegy game for Windows. You 
control your empire in an ever 
changing and hostile galaxy. Design 
your starships and use them to 
explore new solar systems 
throughout the galaxy. Hundreds of 
different components are available 
[| to place on your ships, and giant 
facilities to build on your planets. 
Shrapnel (Strategy) 
Release: NOW 
PC CD 
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"CLOSE COMBAT: INVA- 
SION NORMANDY’ On 
June 6th, 1944, 9 divi- 
sions of allied troops 
invade Normandy with 
naval support and air 
strikes. Play as either the 
Allied Commander or the 
German commander. 
Features include: Use of 
Naval Gunfire for sup- 
port, Campaign system, 
T troop stress, fatigue, and 
moral factors, create our 
own campaigns, 2 play- 
ers can play head to head 
via serial cable, IPX, or 
the internet. 


“W's more than 
real-time 


| i COMPUTER GAMES: WAR 


Tme Resse Price Time RELEASE RICE Tme RELEASE Paice Ттт RELEASE AICE 
101st Airborne 10/98 $12.95 East Front 2 04/99 $24.95 Medieval 07/98 $32.99 Rising Sun 02/00 $27.95 
12 O'Clock High 11/99 $28.95 Europe in Flames 04/00 $37.95 Medieval 2 10/00 $34.95 — Rising Sun Gold 11/00 $28.95 
Age of Sail 11/96 $14.95 Napoleon 1813 10/99 $28.95 Road to Moscow 11/01 $37.95 

Final Liberatn WHm 40K 11/97 $12.95 — Napoleon’sRussia Cmpn 11/00 $33.95 Robert E.LeeCW General 08/96 $24.95 
Aide de Camp 2 01/98 $42.95 Gettysburg Collec. Ed. 09/00 $18.95 Op Art War: Elite El 06/99 $17.95  Rowan'sBatleBritan 01/01 $38.95 
Allied General 12/95 $18.95 Great Battles Caesar 03/98 $14.95 OpArtWr2FishKsvo 11/99 $12.95 
Battle of Britain 03/99 $9.95 Great Battls Alexndr 06/97 $14.95 Op Art Wr 2: Elite Ed 01/00 $19.95 Sid Meier's Antietam 06/00 $37.95 
Battleground 1:Bulge 10/96 $12.95 TAGE OF SAIL IT Gaplan the most] 51° Meier's Civil War 01/00 $38.95 
Battleground 2:Gettysburg 12/95 $9.95 memorable sailing ships in history! | Si Meier's Gettysbrg 1097 $12.95 
Battleground 3:Waterloo 05/96 $9.95 From the Constitution to fhe | Smolensk to Moscow 04/99 $29.95 
Battleground 4:Shiloh 05/96 $9.95 Victory and over a thousand ships | Stee! Panthers 2 11/96 $14.95 
Battleground 5:Antietam 11/96 $9.95 in between. Portraying real-time | St! Panthers 3 11/97 $12.95 
Battleground 6:Napoleon 05/98 $9.95 naval warfare with a 3-dimension- | Stee! Panthers 4 12/00 $42.95 
Battleground 7:Bull Run 05/97 $9.95 al, realistic sailing and combat | Stormin the West 04/98 $28.95 
Battleground 8: Waterloo 10/97 $9.95 И model, Age of Sail Il accurately | Tides of War 11/98 $24.99 
Battleground 9:Chicka 01/00 $14.95 illustrates the mighty Fighting | mo Point 05/94 $17.95 
Battleground: Coll 1 01/99 $18.95 Ships from 1775 to 1820. Battle | U WaroColl. Vol 3 02/00 $1995 
Battleground: Coll2 01/99 $17.95 the great navies of 11 nations for | UtimatewweGme ci 02/99 $14.95 
Camp. Civil War 11/00 $38.95 supremacy on the high seas! V Victory Bundle 11/95 $19.95 
Campaign 1776 03/00 $33.95 Talonsoft (War) | Wer Along the Mohawk 09/98 $14.95 
Close Combat 2 11/97 $18.95 Release: NOW | Wer Inc 10/97 $795 
Close Combat 3 01/99 $19.95 PC CD | War in Europe 04/99 $39.99 
Close Combat 4 11/99 $38.95 War in the East: Crimea 04/98 $24.95 
Great Battls Sries CE 10/98 $12.95 Oper Art War Exp Pk 1 02/99 $14.95 War in the East: yum 04/98 $24.95 
Close Combat Trilogy 09/99 $24.95 Great Bttles Hannibal 11/97 $14.95 Oper Art War: Cen War 04/00 $39.95 War in the East: Lenin 04/98 $24.95 
Строп Civil Wrh 12/00 $33.95 Great Civil War Вс 06/00 $24.95 Oper At War Gm Year 01/00 $29.95 War in the East: Rostov 04/98 $24.95 
Cmpgns Amer Civil War 01/00 $52.95  GrtNviBtils 3,4 Bnd 05/97 $12.95 Oprtn: Blood & Guts 12/00 $35.99 War in the East:Kiev 04/98 $24.95 
Combat Command 2 10/00 $39.95 Grt. Battles Ат CW 09/00 $24.95  OprtnlArt Wr2 Mdn Wr 05/99 $39.95 Wargame Coll. Vol.2 03/00 $29.95 
Anc Wrld Bttles 09/00 $3495 Harpoon 4 04/00 $38.95 Panz Cmmdr/Panz Gen 2 02/99 $12.95 — Warhmmr 40K Universe 06/99 $19.95 
Computer Battle Ardnnes 11/00 $34.95 Horse & Mskt Add-On 11/00 $19.95 Waterloo: Lst Bttle. 05/00 $39.95 
Computer Blue & Gray 11/00 $34.95 Horse and Musket 02/00 $42.95 Panzer Camp.Normdy 44 05/00 $34.95 West Front 11/98 $28.95 
Decisive Action 12/00 $39.99 Janes Naval Warfare Coll 08/00 $38.95 — PanzerCmp:Smolensk4 01/00 $34.95 West Front BttlPck1 07/99 $12.95 
Defending the Reich 12/00 $42.95 Last Battles 45 11/00 $42.95 Panzer Gen 3D Assault 10/99 $18.95 
East Front 11/97 $18.95 Мап of War 2 06/99 $19.95 Рапгег General 2 w/Gde 05/99 $17.95 West Front: Sea Lion 11/99 $18.95 
COMPUTER GAMES: HARDWARE | 
CONTROLLERS Logitech TM Mrb! Wh! — 08/00 $49.95 М5 Sidewinder Fre Fdbk 209/00 $99.95 Thrust TG Fox 10/00 $14.95 
CH F-16 Combtstk USB 12/99 $69.95 Иесі Crdlss MseMn Wh! 08/00 $59.95 М5 Sidewinder Commdr 09/00 $59.95 Thrust TG Fox 2 Pro 10/00 $34.95 
CH F-16 Fight USB 10/00 $89.95  Ltech Crdiss Spel Whi М508/00 $69.95 MS Sidewinder Game Voice09/00 $79.95 Thrust Top Gun After 10/00 $54.95 
CH FightSimYke USB LE 08/99 $89.95 — Ltech Crdlss TrkMn Mrble 08/00 $49.95 MS SideWinder Standard 06/99 $29.95 Thrust Top Gun USB 05/00 $29.95 
CH Flight Sim Yoke 04/99 $84.95  Ltech WingMan Attack 03/00 $29.95 MS SideWinder Strat Cmmdr10/00$59.95 ТМ Fusion Game Pad 01/99 $14.95 
Ltech WingMan Dig 3D 11/99 $3495 MS SW FF Wheel USB 06/005139.95 TM Nscr Pro Dig Rcg Whi 12/99. $62.95 
CH Gamepad USB 04/99 $24.95 Месп WingMan Fre 3D 08/00 $59.95 М5 Trackball Explorer 06/00 $64.95 ТМ Reflex USB 3D Jystk 12/99 $29.95 
CH Pro Pedals USB 06/00 $99.95 — Ltech WingMan GPad Ext 01/00 $39.95 MS Trackball Optical 06/00 $44.95 ТМ Top Gun Platinum 04/99 $19.95 
CH Pro Throttle USB 09/00 $89.95 Ltech WingMan Prec Gmpd08/00 $9.95 Razer Boomslang 2000 02/00 $99.95 SOUND CARDS 
Game Commander 10/99 $42.95 Месһ WingMan RumblePad09/00 $44.95 ^ Saitek Cyborg 2000 Jstk 04/99 $24.95 
Gravis Dstryr PC Gm Pd 06/00 $13.95 — Ltech WingMn Frc RmbIpdO8/00 $29.95 Saitek Cyborg 3D Stck 6009/00 $49.95 Fortissimo Sound Card 11/99 $45.95 
Gravis Xterm Dual. 06/00 $49.95  Ltech WM Form Frc Wh! 01/99$139.95 Saitek Cyborg 3D Jstk 11/98 $49.95 — SOund Blaster 16х48 08/00 $59.95 
Gravis Xterminato Pad 09/00 $59.95  Ltech WM Gaming Mouse 05/99 $32.95 Saitek Cyborg 3D Pad 11/98 $38.95 Sound Blaster Live Plat 01/00 $179.95 


Gravs PC Gm Pd Pro USB 03/99 $19.95 
Guillemot Race Ldr FF WhI06/00 $129.95 
Interact V4 F РЫК Whi 04/00 $109.95 
Intrct Hmmrhd FX Fre Pd 04/00 $44.95 
Logitech Cordless TM WhI08/00 $79.95 
Logitech IFeel Mouseman 12/00 $59.95 


Ltech WMan Frmla Frc GP 08/00 $129.95 
Mad Catz Andretti Wh! 05/99 $64.95 
Mad Catz GTX 09/00 $69.95 
MS Cordless Whi Mouse 08/00 $43.99 
MS IntelliMouse Optical 06/00 $54.95 
MS SideWinder FFdbck 2 10/00 $99.95 


| ‘HERCULES 3D PROPHET Il GTS: 64MB' is based on NVIDIA's 
GeForce2 GTS & offers per-pixel shading, 2nd generation transform & 
lighting engines, & blazing fast DDR RAM for unprecendented speed & 
visual quality. The boards are available in 32MB and 64MB versions 
and includes TV-Out. 


Guillemot (Hardware) 
Release: N 


ow 
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Saitek Cybrg 3D Jstk USB 12/98 $49.95 
Saitek GM1 Game Mouse 09/00 $24.95 
Saitek GM2 Pad & Mouse 03/00 $39.95 


Saitek P120 PC Pad 10/99 $9.95 
Saitek P2000 Tilt Pad 01/00 $44.95 
Saitek PC Dash 01/00 $49.95 
Saitek SP550 Stk & Pd 10/99 $24.95 
Saitek ST110 Dynmc Stk 12/99 $18.95 
Saitek 57200 07/00 $19.95 
Saitek USB Hub 12/99 $34.95 
Saitek X36 CS USB 03/00 $99.95 
Saitek X6-33M Pad 11/98 $24.95 
Saitk P750 001 Cnt Pd 12/99 $27.95 
Suncom G-Force 09/00 $29.95 
Suncom Scepter LCD 09/00 $59.95 
Thrus NASCAR Pro Dig 2 08/00 $54.95 
Thrust Afterburner FFB — 11/00 $79.95 
Thrust Ferrari FFB 08/00 $89.95 
Thrust NASCAR CH PED 02/00 $42.95 
Thrust Nascar Charger 2 08/00 $34.95 


VIDEO CARDS 
3D Prophet 3DDR 06/00 $239.95 
Sdfx V5 5500 PCI 08/00 $279.95. 
3df Voodoo 4 4500 AGP 09/00 $149.95. 
3dfx Voodoo 4 4500 PCI 09/00 $179.95 
3dfx Voodoo 5 6000 AGP 09/00 $599.95. 
ATI RAGE Fury MAXX 03/00 $229.95 
ATI Wonder 128 AGP 32M 03/00 $225.95 
Creative 3D Bistr Anntr2 05/00 $299.95 
Elsa Gladiac GeForce2 06/00 $279.95 
Herc 3D Prpht Il MX 08/00 $139.95 
Herc 3D Prpht Il DI-Dsply 09/00 $184.95 


Hercules 3D Proph 32 08/00$349.95 
Hercules 3D Proph 64 — 07/00 $399.95 
Matrx Marvel G400-TV 09/00 $299.99 
Meta Wkd3DAGP 16 06/00 $118.95 


Meta Wicked 3D V2 12MB06/00 $139.95 
Videolgc 250 32 AGP 03/00 $229.95 
VideoLogic Neon 250 AGP03/00 $169.95 
VideoLogic Neon 250 PCI 03/00 $169.95. 


| COMPUTER GAMES: ARCADE 


3D Ultra PinballThrllride 08/00 $34.95 
Abe's Oddysee 11/97 $9.95 
Asteroids 1198 $9.95 
Atari Arcade Hits 2 12/00 $29.95 
Balls of Steel W95 01/98 $19.95 
Bugs Bunny Lost Time 11/99 $28.95 
Dragon's Lair 3D 12/00 $4295 
Panty Raid 06/00 $17.95 


Pinball Madness 2 04/00 $27.95 
Pit Droids 11/99 $27.95 
Pro Pinball Big Race USA 04/99 $27.95 
Rayman 2 11/99 $26.95 
Sci-Fi Pinball 12/09 $12.95 
Sinistar: Unleashed 09/99 $22.95 
South Park Rally 01/00 $32.95 
Space Invadrs/Astroids 03/00 $9.95 


SSI (War) 
Release: NOW 
PC CD 


'CAMPAIGN 1776: THE 
AMERICAN REVOLUTION’ 
covers the first clashes at 
Concord and Lexington to 
L| the Siege of Yorktown. The 
game combines a detailed 
tactical game engine with a 
higher level campaign 
game so that the player can 
fight individual battles, a 
campaign covering several 
battles, or the entire war. 
HPS (War) 
Release: NOW 
PC CD 


"RUSSO-GERMAN WAR '41-'44' is 
an operational level wargame that 
covers combat between Germany 
and Russia from June 22, 1941 to 
October 29,1944. The RGW map 
covers Poland to the Urals and 
Southern Finland to the Caucausus. 
There are 860 villages, towns and 
Cities on the map. 


Schwerpunkt (War) 
Release: NOW 
PC CD 


‘3DFX VOODOO 5 5500 AGP’ 
Features dual 3dfx VSA-100 chips 
for more 3D horsepower produc- 
ing over 667 Megatexels per sec- 
ond to create extraordinary 3D 
worlds in vivid 32-bit color. 
Boasting Real-Time Full-Scene HW 
Anti-Aliasing, the exclusive T- 
Buffer Digital Cinematic Effects 
engine, 64MB of graphics memory 
j for top performance for 2D resolu- 
tions as high as 2048x1536, 
3DFX (Hardware) 
Release: NOW 
PC 


эмел nannu e 


‘CH FLIGHT SIM YOKE- 
USB’ 5 axis control 
includes pitch, roll, throt- 
tle lever, propeller lever, & 
mixture lever. 19 button 
functions include gear 
switch, flap switch, 8-way 
hat switch, two 2-way 
rocker switches, & 4 push 
buttons. 


| 
CH Ше Hardware) 
| Release: Мо 


‘BOSTON ACOUSTICS BA 
7500’ Employing Dolby 
Digital Surround process- 
ing, the BA7500 delivers 
5.1 movie audio from your 
PC's DVD-ROM without 
the need for a separate 
receiver or decoder. As a 
Stereo music system, the 
BA7500 is one of the best 
subwoofer/satellite sys- 
tems on the market today. 


Boston Acoustics (Hardware) 
ДЫн: NOW 


CGM 0101 Pod 


“EVERQUEST: SCARS OF 


VELIOUS' Will give play- 
ers an entirely new conti- 
nent of beautiful and 
deadly glaciers and ice 
flows, many new races of 
creatures to combat, 
dragons to confront and 
quests to slove. There are 
more than 16 пем 
advanced adventure 
zones to explore includ- 
ing: ice caves, cyrstal RR 
caverns, crypts, dun- jf 


| Sony (Roleplaying) 
|Release: NOW 
(PC CD 


| ‘STAR TREK VOYAGER: ELITE 
FORCE’ Is the ultimate, sci-fi first- 
person shooter using the Quake III 
Arena engine and is the first game 
based on Star Trek Voyager uni- 
verse. Elite Force pits players 
against a multitude of Star Trek 
enemies, including the relentless 
Borg and never-before-seen aliens, 
in intense single-player and multi- AN 


player combat missions. ELITE FORCE 
| Activision (Action) 
| Release: NOW 
PC CD 


‘HOLLYWOOD MOGUL’ gives you 
complete control of a Hollywood 
movie studio. Go inside the dream 
factory as you bring 100 movies to 
the Silver Screen. Make the 
movies. Hire & fire the biggest 
|names in Hollywood. Play against 
the box office scores of other 
Hollywood Moguls around the (jf 
world. New actors, actresses, and |. 
directors may approach your stu- 
| dio with projects. 

HM Company (Strategy) 
Release: NOW 

PC CD 


| ‘DIABLO Il: INFERNO’ Journey 
| across distant lands, fight new vil- 
lains, discover new treasures & 
uncover ancient mysteries. Рош, 
fully populated towns & wilderness 
areas. Multiple dungeons, caverns 
lg crypts in every town to explore. 
Expanded world filled with all-new 
quests, weapons, spells, armor, 
monsters & non-player characters. 
Full multiplayer support, including 
| Battle.net. 

| Blizzard (Roleplaying) 

| Release: NOW 

(PC CD 


['RUNE" Explore vast regions from 
the cavernous underworld, from the 
mountains of the Dark Vikings and 
finto the forests that guard the 
| entrance to the realms of the 
Dwarves and beyond. The game will 
focus on melee combat, with play- 
| ers using swords, axes,knives and 
|clubs in their quest to solve the 
secret of the Dark Vikings, who 
have begun a savage campaign to 
wipe out the their Viking brethren. 
GOD (Action) 

Release: NOW 

PC CD 


‘KISS PSYCHO CIRCUS’ Features 
25 twisted freaks, 12 bone-smash- 
ing weapons, 16 ancient artifacts, 
scripted in-game cinematics, a slew 
of boss encounters, high voltage 
deathmatch & 4 playable charac- 
ters. To go from stranded mortal to 
| all-powerful Elder you must attain 6 
progressive levels of power & mas- 
| ter each character's unique set of 
challenges & abilities. 


|GOD (Action) 
Release: NOW 
[PC CD 
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BOARD GAMES | EE CARD GAMES 
Вандзе Price ИШЕТТЕ" Te Веле PatE Time Release Рис 
1864 Year of Decision 07/00 $29.95 — Hannibal 03/96 $36.95 The Apprentice 10/00 $17.95 Digimon Booster Pack 04/00 $295 
2nd, 3rd, or 6th Fleet 12/94 $29.99 Harpoon Box Set 11/96 $45.99 — Thieves of Bagdad 10/00 $39.95 Digimon Starter Deck 04/00 $8.95 
Advanced Civilization 12/94 $28.95 Ноте Before Leaves Fall 05/99 $99.99 — Third Reich 12/94 $2495 — Dragon Ball Z BP 06/00 $3.59 
Advanced Squad Leader 12/94 $48.99 Totaler Krieg! 01/00 $6999 МІВ Shwdn BP Penn Run 10/00 $2.95 
Advanced Third Reich 12/94 $44.99 Іп Flanders Field:Ypres 06/99 $17.95 — Ukraine 1943 08/00 $29.95 MTG 6th Ed. Booster 05/99 $295 
Alexanders Generals 01/95 $3299 India Rails 08/99 $31.95 — Union Pacific 05/99 $3495 MTG 6th Edition Starter 05/09 $8.95 
Ancient Empires 01/95 $29.99 Lionheart 10/97 $3295 Victory 06/99 $35.95 
Arab Israeli Wars 09/00 $1295 — Luttschif 06/99 $1395 MTG Invasion SD 1000 $9.95 
А Gates of Vienna 05/00 $17.09 Mid-East Peace 09/95 $19.95 — War & Peace 12/94 $29.99 МТС Invasion TD 10/00 $9.95 
Australian Rails 01/95 $21.95 Mississippi Queen 11/98 $35.99 War of the Rebellion 04/98 S31.99 MTG Nemesis ВР 02/00 $329 
Napoleon's Battles 12/94 $29.99 Warhammer 40K 11/94 $69.99 MTG Nemesis SD 0200 $999 
Адеса 10/00 $49.95 Мем England Railways 03/00 $29.99 Warhammer Fantasy 10/96 $69.99 MTG Prophecies BP 0600 $329 
Battle Cry 05/00 $42.95 Noble Armada 05/99 $49.95 Who Wants be Millionaire 08/00 $34.99 MTG Prophecies SD 0600 $9.99 
Battlefleet Gothic 12/99 $54.99 Ogre & GEV 04/00 $12.95 Wizard Kings 10/00 $39.95 Pokemon BP Gym Chall 10/00 $4.95 
Battles of Waterloo 11/94 $3899 — On To Richmond 06/98 $36.99 Wooden Ships Iron Men 12/94 $22.99 Pokemon BP Gym Heroes 08/00 $4.95 
Battletech 4th Ed 12/94 $21.95 Over the Reich 12/94 $8289 World in Flames Ох _ 1/86 $99.95 _Pokemon BP Team Rocket05/00_ $4.35 
Brandywine 03/00 $3295 Over There 0900 $99.95 (CIVILIZATION: CALL TO POWER 
British Rails 12/04 $2195 — Pacific Victory 07/00 $49.99 ie Build the world’s most power: 
Caesar:Conquest Gaul 01/99 $49.99 Panzer Leader 12/94 $2639 | fu) empire over a 6,300 year time 
Campaigns Civil War 02/95 $21.99 — Quebec 1759 09/95 $33.99 | span, from primitive history to the 
Carnage 04/99 $58.99 Rebels & Redcoats | 05/95 $26.95 | future realms of science fiction. 
Colonial Diplomacy 01/95 $48.99 Risk 0396 $37.99 | Rewrite history, govern cities, and 
Colorado Ralis ORT $699. expand your empire with a realis- 
Combat Stalingrad 0800 $4695 River Death Chicamauga 11/99 $62.95 ур combat system. New units, 
Robo Rally 01/96 $399 | weapons, buildings & technology 
Crisis Sinai 1973 09/95 $32.95 — Schlieffen Plan 01/99 $2695 дү help you answer the Сай to 
D-Day 12/94 $21.99 Settlers of Catan 11/96 $32.95 | power 
Diplomacy 12/94 $4499 — Shakespeare 01/95 $1999 
Fields of Glory 01/97 $39.99  SOPAC 10/00 $39.95 | Activision (Strategy) 
Freedom! 07/00 $24.99  StonewallslastBatle 089% $2799 | Release: NOW 
Gear Krieg 08/00 $2095 Stratego 07/96 $21.95 | 
Give Me Liberty 04/95 $24.99 Stratego Legends 01/00 $26.95 
Р HINT BOOKS PC:TRADITIONAL 
Age Empires Il Conq OSS 10/00 $12.95 30 Ultra Lionel Traintown 12/99 $19.95 AD&D 11/99 $19.95 
Aidyn Chronicles. 10/00 $1295 Battleship 2 0900 $28.95 3rd Edition DM Guide 09/00 $19.95 — Alternity Player's Handbook04/98 $24.95 
Army Men Air Attack 2 12/00 $12.95 3rd Edition Monster 10/00 $16.95 Ars Magica 4th Ed 08/05 $25.95 
Bingo Keno Win/Mac 02/00 $18.95 Bubblegum Crisis 12/06 $22.99 
Banjo Tooie 11/00 $12.95 Boggle 10/97 $995 Accursed Tower 04/99 $8.95 Call of Cthulhu Sth Ed. 07/98 $24.95 
Breath of Fire 4 OSG 1100 $12.95 Chessmaster 8000 09/00 $38.95 — Apocalypse Stone 03/00 $13.95 Castle Falkenstein 06/95 $28.99 
Chrono Cross OSG 08/00 $12.99 Clue: Murder Boddy Mnsn 10/98 $18.95 Arms & Equipment Guide 05/95 $16.95 Changeling 09/95 $24.95 
Crimson Skies Str & Scrts 10/00 $16.95 Cosmo Fashion Makeover 10/99 $22.95 Attack Myth Drannor 1100 $15.95 Conspiracy X 09/96 $22.95 
Diablo II OSG 06/00 $16.95 Cosmo Fashn Mkeovr Dix 10/99 $34.95 Bleak House 08/00 $20.99 Cyberpunk 2020 05/95 $17.95 
Dino Crisis 2 0900 $12.95 Cosmo Virt Makeover 2 1099 $25.95 Book of Artifacts 05/95 $20.95 
Dragon Warrior 1&2 10/00 $12.99 Cosmo Virt Mkeovr 2 Dix 10/99 $42.95 Cities of Bone 05/95 $1395 Dragon Ball Z 10/99 $18.95 
Driver 2 056 11/00 $12.95 Cosmo Vit Mkovr wCamera03/00 $88.95 Cities of Sun 12/95 $15.99 Dragonlance Sth Age 09/96 $21.95 
Duke Nukem Forever 10/00 $17.99 Cosmo Vrt Mkvr StI Pk 1 02/00 $13.95 City of Gold 09/95 $995 Earthdawn 06/05 $17.95 
Cosmo Уп Mkvr Styl Pk 2 02/00 $13.95 Соге Rules V 2.0 12/98 $49.95 Earthdawn Companion 06/95 $15.95 
Everquest Scars of Velious12/00 $17.95 Emergency Room Dstr Strks06/00S24.95 Crypt of Lyzandred 11/98 $1095 Fading Suns 02/97 $19.95 
Evile Dead Hail King 11/00 $12.95 Emergency RoomLife or Dth07/00$19.95 Cult of the Dragon 02/98 $1995 Fantasy Earth 0196 $9.99 
Grandia 2 Guide 12/00 $13.95 Entertainment Coll V1 12/99 $29.99 — Die Vecna Die! 06/00 $21.95 Goblins 09/96 $18.99 
Ground Control 06/00 $16.99 Hoyle Board Games 2001 10/00 $29.95 DM's Screen 3rd Ed. 09/00 $9.95 Great Rail Wars 10/97 $49.99 
Half Lite Team Fot2 12/00 $17.99 Hoyle Casino 2001 10/00 $29.95 — Draconomicon 02/00 $1695 GURPS Rulebook 02/95 $21.95 
Icewind Dale StrGde 07/00 $16.95 Hoyle Word Games 2001 09/00 $29.95 Dungeon Builders Guide 07/98 $13.95 Hell on Earth Rulebook 12/98 $26.99 
Lunar 2 Eternal Blue 11/00 $17.95 Hoyles Board Gms 2000 06/00 $22.95 Encyclopedia Magica 1-4 04/95 $22.95 Hero Wars 05/00 $16.99 
Madden FB 2001 08/00 $1299 Jeopardy 2nd Ed 09/00 $28.95 — Faction War 11/98 $17.99 Hunter 11/99 $24.95 
Mario Tennis 08/00 $1299  KIS.S. Pinball 10/00 $19.95 Fires of Dis 04/95 $11.95 Illuminati 03/99 $17.99 
Medal of Honor 2 OSG 1000 $1295 LEGO Friends 02/00 $17.95 In Nomine 03/97 $22.95 
NASCAR Racing 4 11/00 $17.99 Lego Creator Kingdom 0900 $29.95 Hellgate Keep. 06/98 $9.99 Kingdoms of Kalamar 04/00 $25.99 
Obi Wan 12/00 $17.95 МТУ Music Generator 05/00 $28.95 — Into Dragons Lair 10/00 $1595 Маде 2nd Ed. 02/95 $2495 
Oregon Trail 4ntEd 05/00 $34.95 Secrets of Magister 02/00 $1699 — MERP 2 Softcover 10/05 $19.95 
Oni 056 11/00 $1295 Scrabble 2 09/99 528.95  Slavers 04/00 $1495 Myth 12/99 $17.99 
Paper Mario 056 12/00 $1295  TonkaConstrucon2 01/00 $2295 Sword & Crown 09/95 $8.99 Nephilim 09/95 $18.99 
Parasite Eve 2 OSG 09/00 $12.95 Wheel of Fortune 2nd Ed 09/00 $28.95 Wizard Spell Comp 1-4 10/96 $22.99 Of Gods And Men 09/97 $21.99 
Perfect Dark 05/00 $12.99 Wyrmskull Throne 10/99 $11.95 Ogre 08/00 $17.95 
Pokemon Gold & Silver PG10/00 $12.95 ү Р Palladium Fantasy 03/08 $21.99 
Resident Evil Survivor 0900 $12.99 | STARS! SUPERNOVA GENESIS” f Pendragon 4th Ed. 05/95 $24.95 
Sims:Livin' Large 08/00 $12.95 | You are the leader of a race facing Swords of Middle Kingdom06/99 $19.99 
smuggler's Run OSG 1000 $12.95 | Planetary destruction at the hands Technomancer 01/99 $17.99 
Spider-Man Vid Book 09/00 511.95 |01 an impending supernova. To The Risen 08/97 $999 
Spyro Year of Dragon 10/00 $9.95 | Survive, you must find your peo- Tribe 8 10/98 $25.95 
Starsiege Tribes 2 11/00 $17.95 (Ple a new home amongst the Trinity 03/98 $21.95 
Tekken Tag Tour OSG 10/00 $12.95 __| Stars. Design your fleet to search Unknown Armies 09/99 $19.95 
Tenchu 2 0SG 08/0 $1099 | the universe, forge alliances with 
Tokyo Extreme Racer2 10/00 $16.95 {Strange races, destroy those who Vampire Player Guide 02/95 $18.99 
Ultimate Fighting Champ 09/00 $12.95 [WOuld oppose you, and expand Warhammer Fantasy 06/95 $24.99 
your civilization. And that's just in 7 Werewolf 02/95 $24.95 
Vampire Masquerade OSG 06/00 $17.99 |118 tutorial! P ( Werewolf Wild West — 04/99 $24.99 
WWF Smackdown 2 056 11700 $1295 | Talonsoft (Strategy) World Necroscope 07/96 $24.99 
X-Com Alliance 10/00 $16.99 | Release: 01/01 г gi | World of Darkness 06/95 $15.99 
Zelda Majora's Mask OSG 10/00 $12.95 Wraith 02/95 $2295 


2000 CHIPS & BITS 


NEW 
PRICES) 


Low 


| 
SONY PLAYSTATION PLAYSTATION 2 | 
Tm RELEASE PRICE Tme RELEASE PRICE Tm RELEASE PRICE Tm RELEASE PRICE 
Alien Resurrection 10/00 $2995 Lunar Silver Star Story 06/99 $49.95 Spider-Man 08/00 $39.95 — Armored Core 2 10/00 $48.95 
Alundra 2 03/00 $39.95 Spyro Year of Dragon 10/00 $39.95 Dead or Alive 2: Hardcore 10/00 $48.95 
Animorphs 0900 $29.95 March Madness 2001 1100 $39.95 Star Trek Invasion 0800 $38.95 Огакап 11/00 $48.95 
Armored Core Mstr Arena 03/00 $39.95 Мева! of Honor 2 10/00 $39.95 Star Wars Demolition 11/00 $42.95 Dynasty Warriors2 10/00 $48.95 
Army Men Air Attack 2 1000 $39.95 MediEvil 2 05/00 $39.95 Street Fighter EX2 Plus 06/00 $36.95 ESPN Track & Field Sydney10/00 $48.95 
Breakout 08/00. 52495 3 "CHRONO CROSS' Features 
a story line with multiple sce- | Everarace 10/00 $49.85 
Bust A Groove 2 08/00 $29.95 narios set їп a beautiful 3D | Fentavision 10/00 $48.95 
Buzz Lightyear 10/00 $39.95 world. Brand new battle sys- | Gran Turismo 2000 01/01 $48.95 
Caesars Palace 2000 07/00 $1995 tem that allows the player a | Sun Singer 03/01 $48.95 
Champ Motocross 2K1 10/00 $39.95 choice of fighting options, | SunGrifon Baze 10/00 $48.95 
Chrono Cross. 08/00 $39.95 who to battle and when & | Hidden & Dangerous2 1000 $48.95 
Colin McRae Raly2 08/00 $42.95 where. Takes place 20 years | Kessen 11/00 $49.95 
Colony Wars 3 Red Sun 07/00 $39.95 after the events of Chrono | Madden FB 2001 10/00 $49.95 
Cool Boarders 2001 1000 $39.95 Trigger with music and story | Metal Gear Solid 2 0201 $48.95 
Countdown Vampires 08/00 $39.95 line by the same developers. | Midnight Club Street Race 11/00 $48.95 
Crash Bash 11/00 $39.95 EA (Roleplaying) | "8 Live 2001 11/00 $48.95 
Danger Girl 09/00 $39.95 Release: NOW| FL Game Day 2001 10/00 $48.95 
Destruction Derby Raw 10/00 $39.95 PSX 
Digimon World 07/00 53995 Quake IIl Arena 0401 $49.95 
Dino Crisis 2 10/00 $39.95 Меда Man Legends 2 10/00 $39.95 Streetfighter Alpha 3 05/99 $2995 — RayMan2 11/00 $48.95 
Driver 2 11/00 $42.95 Mike Tyson Boxing 10/00 $39.95 Super Bike 2001 12/00 $39.95 Ready 2Rumble2 10/00 $4895 
Ducati Motor Racing 10/00 $39.95 MLB Pennant Race 2001 03/00 $38.95 Super Cross 2000 08/00 $44.95 Ridge Racer 5 10/00 $48.95 
Duke Nukem Land Babes 09/00 $39.95 МТУ Sports Pure Ride 1000 $39.95 Sydney 2K Olympics 08/00 $39.95 Silent Scope 12/00 $48.95 
Dukes of Hazzard 2 11/00 $39.95 — NASCAR 2001 0900 $39.95 Syphon Filter 2 03/00 $39.95 — Sky Odyssey 11/00 $49.95 
Eagle One Harrier Айк 04/00 $39.95 NASCAR Heat 10/00 $29.95 Tekken 3 04/98 $24.95 Smuggler's Run 11/00 $48.95 
ECW Anarchy Rulez 08/00 $38.95 МВА Live 2001 10/00 $39.95 Snowboard SuperX 10/00 $49.95 
NBA Shootout 2001 11/00 $39.95 Test Drive Cycles 10/00 $39.95 Street Fighter EX3 10/00 $48.95 
F1 2000 03/00 $39.95 — NFL Blitz 2001 10/00 $39.95 Threads of Fate 07/00 $36.95 Summoner 10/00 $4895 
FI Champ Season 2000 10/00 $39.95 NFL Game Day 2001 08/00 $38.95 Tiger Woods 2001 11/00 $38.95 — Swing Away Golf 11/00 $48.95 
FIFA Soccer 2001 10/00 $39.95 NHL Face Off 2001 09/00 $39.95 Time Crisis 2 09/00 $46.95 
Final Fantasy 9 11/00 $49.95 NHL Hockey 2001 09/00 $39.95 Тоты Raider 5 11/00 $39.95 Time Splitters 11/00 $48.95 
Golden Tee бой 0900 $29.95 Parasite Eve 2 0900 $39.95 Топу Hawks Pro Skatr2 09/00 $39.95 Unreal Tournament 11/00 $48.95 
Gran Turismo 2 12/99 $3495 — Persona 2 Eternal 11/00 $4495 Тотпеко The Last Hope 1100 $4495 — X Squad 10/00 $4995 
Harvest Moon 10/00 $44.95 Вау Crisis 10/00 $29.95 Triple Play 2001 03/00 $38.95 
HBO Boxing 11/00 $3995 — RayMan2 0900 $29.95 Ultimate Fight Champ 1000 $4295 DREAMCAST 
High Heat Baseball 2001 03/00 $19.95 АС Revenge 08/00 $32.95 Vagrant Story 05/00 $39.95 аха Evolution 10/00 $39.95 
Jarrett & Labonte Racing 10/00 $38.95 Valkyrie Profile 0900 $44.95 Ecco the Dolphin 08/00 $39.95, 
Knockout Kings 2001 1000 $39.95 Rogue Spear 11/00 $39.95 Vegas Games 2001 10/00 $36.95 Evil Dead Hail King 10/00 $4495 
Konami Rally 10/00 $39.95 Roll Cage Stage 2 10/00 $24.95  War:Final Assault 09/00 $39.95 ; 
Koudelka 07/00 $39.95 — RPG Maker 09/00 $44.95 WOW 2001 10/00 $39.95 Је Grind Radio 10/00 $46.95 
Legend of Dragoon 06/00 $3995 Ѕаба Frontier 2 02/00 $39.95 World is Not Enough 11/00 $39.95 Metropolis 11/00 $46.95 
Legend of Mana 06/00 $39.95 Sea-Doo HydroCross 1000 $39.95 WWF Smackdown 2 11/00 $39.95 Power Stone 2 08/00 $44.95 
Lunar 2:Eternal Blue 11/00 $59.95 Simpsons Wrestling _ 10/00 $39.95 X Men 3D Mutant Acad 08/00 $39.95 — Rush 2049 10/00 $4295 
mE NINTENDO 64 Samba de Amigo 10/00 $49.95 
I MINTER 3 Sea Man Forbidden Pet 08/00 $49.95 
Aidyn Chronicles 01/00 $59.95 F1 Championship 10/00 $39.95  NBAInZone2000 08/00 $24.95 Sega Sports NFL 2K1 0900 $4995 
All Star Baseball 2001 03/00 $49.95 Fighters Destiny 2 06/00 $42.95 — NFL Blitz 2001 09/00 $49.95 Shenmue 11/00 $46.95 
Hey You Pikachu 11/00 $82.95 МЕ. OB Club 2001 08/00 $52.95 Skies of Arcadia 11/00 $46.95 
Batman Beyond 11/00 $49.95 — Hydro Thunder 03/00 $49.95 Tokyo Extreme Racer 2 1000 $46.95 
Battle Tanx 2 10/99 $39.95 Indy Racing League 2K 0600 $39.95 Paper Mario Story 0100 $49.95 Tony Hawks Pro Skatr 2 11/00 $4495 
Beetle Adv. Racing 03/99 $39.95 Је Force Gemini 10/99 $45.95 Perfect Dark 05/00 $59.95 
Big Mountain 2000 10/00 $4295 Pokemon Puzzle League 09/00 $49.95 Virtua Tennis 07/00 $38.95 
Castlevania Spec. Ed. — 12/99 $49.95 Legend of Zelda 11/98 $36.95 Pokemon Stadium 0800 $54.95 World Series BB 2001 07/00 $4895 
| See =] ‘LEGEND OF ZELDA: MAJO: | Polis Snocross 2000 1000 $4995 Worldwide Soccer 2K — 09/00 $44.95 
| RA'S MASK" Join Link as he | Rainbow Si 11/99 $5495 WWF Royal Rumble — 08/00 $44.95 
| Resident Evil Zero 10/00 $52.95 
| ae TAR e meen Rush 2049 09/00 $52.95 GAMEBOY 
[кепес the same 3 days and | Sea-Doo Hydro Cross 1000 $52.95 Alice in Wonderland 09/00 $28.95 
| nights, enabling him to | Shadowgate Rising 1000 $54.95 Crystals 07/00 $28.95 
explore his 3D world and | Spider-Man 11/00 $52.95 Dragon Warrior 1 & 2 0900 $28.95 
| interact with characters like | Star Wars Battie Naboo 10/00 $56.95 Frogger 2 10/00 $28.95 
| never before. Solve puzzles, | Star Wars Racer 05/99 $26.95 боб of Games 09/00 $28.95 
| find hidden treasures, fight} SuPer Mario 64 08/96 $3995 
battles and discover the | Super Mario Adventure 12/00 $59.95 Mario Tennis 01/00 $28.95 
n А Super Mario Kart R —— 02/97 $39.95 Perfect Dark 09/00 $28.95 
| Nintenda (Roleplaying) ем Pokemon Gold 10/00 $29.95 
ме een Top Gear Rally 2 06/00 $54.95 Pokemon Puzzle Challenge12/00 $28.95 
Triple Play 2000 03/99 $39.95 Pokemon Silver 10/00 $29.95 
Cruisin’ Exotica 10/00 $49.95 Legend Zelda Majora Mask10/00 $59.95 Turok Shadow Oblivion 08/00 $49.95 Rush 2049 09/00 $28.95 
Diddy Kong Racing 12/97 $39.95 Madden FB 2001 09/00 $4995 — Wartinal Assault 09/00 $54.95 Spider-Man 10/00 $28.95 
Donkey Kong 64 12/09 $5495 WOW 2001 11/00 $49.95 Топу Hawks Pro Skater 03/00 $28.95 
Dragon Sword 10/00 $59.95 — Mario Party 2 02/00 $49.95 World is Not Enough 11/00 $49.95 
ExciteBike 05/00 $4495 — Mario Tennis 0900 $4995 МАМЕ No Mercy 11/00 $5495 — Warlocked 07/00 $28.95 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 
applies. А! sales final. S&H calculated on a per order, per shipment, and per item basis. The 
‘per order" charge is charged once per order placed, the ‘per йет” charge is charged once 
[for each item ordered and the ‘per shipment charge is charged once for each shipment we 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 
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Standard 
US. Mail 


0 Days 
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2.50 
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Priority 
U.S. Май 


Express Express Mail To. Майто 

Canada The World 

20у 10у Dus 7-14 Days 
$200 5200 $200 $200 
$650 91450 $350 $350 
$150 — $250 5250 $650 


2000 CHIPS & BITS, 


We Have Playstation 2 Games! 


‘TEKKEN TAG TOURNAMENT’ E 
features more than 30 charac- 
ters who have appeared 
throughout the Tekken series 
since the first arcade game. Pick 
your favorites and join the fight 
as you use the unique strengths 
of each combatant to annihilate 
your opponents. A special tag- 
team mode creates new combi- 
nations of attacking never 
before possible. Sophisticated 
and highly detailed back- 
grounds. 


PlayStation.c 


Namco (Fighter) 
Release: NOW 
PSX2 


"MADDEN FOOTBALL 
2001' The NFL teams and| 
stadiums are here. You'll 
See coaches on the side- 
lines and hear them yelling| 
encouragement, comments 
and criticisms. Each player| 
is extremely detailed with| 
awesome animations. John 
Madden and his partner Pat| 
Summerall call the action| 
from the booth 


\ ‘FINAL FANTASY IV' The. 
FANTASY In world of Gaia is at war. 
ї Young bandits are enlisted 

in the fight against the 
ruthless queen of 
Alexandria. The crystals 
from earlier titles are back 
too! One young bandit & 
his entourage must meet 
many challenges to bring 
peace to their world. 


EA (Roleplaying) 
Release: NOW 
PSX 


LUNAR 2: ETERNAL 
BLUE’ Join Hiro & Ruby 
as they try to unlock the 
secrets of the Blue Spire & 
the strange young girl 
within it. Meet new charac- 
ters, fight monsters, climb 
mountains — & crawl 
through dungeons as you 
continue your quest to 
defeat the evil Zophar! 
Working Designs 
(Roleplaying) 
Release: NOW 
PSX 


1 ‘SHENMUE’ offers a living 
world, where characters 
exist on their own timelines 

{ |& almost all objects can be 

| [manipulated & used. You 

| (are Ryo, in 1986 Japan, try- 
_ |ing to solve the mystery of 
/ his father's death. Interact 
with hundreds of characters 
& solve a myriad of puzzles. 


Sega (Roleplaying) 
Release: NOW 
Dreamcast 


"POKEMON GOLD' Red 

, Yellow and now 
GOLD!!! Witn over 250 
jPokemon including the 

40 original 150. Each Pokemon 
Е leads to more variation so 
collect the critters and fight 


3 it out. 
Nintendo (Adventure) 
Release: NOW 
Gameboy 


"POKEMON SILVER’ 
Release: NOW 


CGM 010 


P6 


This isn't just any story 
about Mech games. 


We're flying out to Microsoft's 
FASA headquarters to get 
hands-on time with the upcoming 
MechCommander 2. 


Finally, we'll look at the history of 


BattleTech, directly from its creator, 
Jordan Weisman, plus a history of the 
PC versions of BattleTech games. 


Computer Games (ISSN 0955-4424) is published monthly by Strategy Plus, Inc. Subscription rate is $9.99 for a one year subscription, $21.95 Canada. Periodical postage paid at 
Rochester, VT 05767 and additional mailing offices. Produced in U.S.A. Standard Mail (A) enclosed in the following editions: 4 & 5 with CD-ROM. Bulk Rate U.S. postage paid, Des 
Moines, IA 50318, Permit No. 4864. Postmaster: Send address changes to Computer Games, PO Box 1965, Marion, OH 43306. 


SUTER GSE: 


Gaming With These 
Speakers Is Almost 


Like Cheating 


With the FourPointSurround" FPS2000 Digital speakers, winning 
is within your power. You will hear your enemy sneaking towards 
you from any direction. The FourPointSurround" FPS2000 Digital 
speakers surround you with razor-sharp sound clarity, 
power for the most intense gaming, and bass that will 
kick you in the chest. If that's too much to handle, the 
FourPointSurround" FPS1800 or the FourPointSurround" 
FPS1500 speakers deliver true-to-life surround sound 

that no real gamer should be without. 


You can still choose to “play by the book" - 
just don't come whining to us when you lose. 


FOURPOINISURROUND Viv 
FPS2000 Digital Я, 


T» "n . . V y 3 
Visit www.creative.com for more information. L » L = 


©2000 Creative Technology Ltd. All brand or product names listed аге trademarks or 
registered trademarks and are property of their respective holders. If you're not on the 
net, give us a call at 800.998.1000 for more information. 


PERSONAL DIGITAL ENTERTAINMENT 
А Starts Here. 


bringing great values 


home for the holidays. 


Find today's cutting-edge technology under 
your tree this year. 


No one gives you more jingle bells and whistles than Dell" this 
holiday season. Looking to burn your own CDs? Watch DVDs? 
Or maybe you're just looking for pure speed. Well, we've got it 
all and at unbelievable prices. Custom-build your own system or 
surprise a loved one with one of these great systems here. And 


one year of DellNet™ by MSN” Internet 


access" included. We'll 


even give Santa a break and drop it off for you. а> 


DELL" NOTEBOOKS: 
DELL" INSPIRON™ 3800 


DELL" INSPIRON” 4000 


NEW Dell™ Dimension" 8100 Series Desktop 


DELL" INSPIRON” 8000 


Design and Affordability 


п Intel® Celeron" Processor at 600MHz 
и 12.1" SVGA TFT Display 
и 32MB 100MHz SDRAM 
= 5GB' Ultra ATA Hard Drive 
= Modular 24X Max CD-ROM Drive 
= 2X AGP 8MB ATI Rage Mobility" 3D* Video 
п Internal V.90 56K Capable* FaxModem 
п Li-lon Battery with ExpressCharge" Technology 
= MS* Works Suite 2001 = MS* Windows® Ме 
m 1-Yr Limited Warranty? 
= 1-Yr Next-Business-Day On-site Service“ 
= 1 Year of DellNet" by MSN” Internet 
Access" Included 


E-VALUE CODE 
89702-801212 


No payment for 90 days. 


NEW —Thin and Light 


= Intel® Pentium® III Processor at 600MHz 
Featuring Intel* SpeedStep™ Technology 

= 14.1" XGA TFT Display = 64MB 100MHz SDRAM 

и 5GB’ Ultra ATA Hard Drive 

= Modular Removable 8X Max DVD-ROM Drive 

= 2X AGP 8MB ATI Rage Mobility” 128 3D* Video 

п Internal V.90 56K Capable* FaxModem 

a Li-lon Battery with ExpressCharge " 
Technology 

m MS* Works Suite 2001 ш MS* Windows® Me 

m 1-Yr Limited Warranty’ 

= 1-Yr Next-Business-Day On-site Service 

m 1 Year of DellNet" by MSN* Internet 
Access" Included 


$1799 


ASLOW PMTS? N 


E-VALUE CODE 
89702-801217a 


'or 90 day 


NEW—Multimedia Mobile Desktop 


= Intel® Pentium® Ill Processor at 700MHz 

п 15" Super XGA+ TFT Display 

= 64MB 100MHz SDRAM 

= 10GB' Ultra ATA Hard Drive 

= 8X Max DVD-ROM Drive 

= NEW 32MB АСРАХ ATI Rage Mobility"-M4 
3D* Video 

п Internal V.90 56K Capable* FaxModem 

m 59WHr Li-lon Battery ш harman/kardon Audio 

и MS* Works Suite 2001 = MS” Windows” Me 

a 3-Yr Limited Warranty’ 

п 3-Yr Next-Business-Day On-site Service“ 

= 1 Year of DellNet" by MSN* Internet 
Access" Included 


$2499 © 


VALUE CODE 
02-801224 


DELL" DESKTOPS: 


DELL" DIMENSION" 


L Series 


Affordable Desktop Solution 


п Intel® Pentium" IIl Processor at 800MHz 
и 64MB SDRAM и 10GB' Ultra ATA Hard Drive 
m 15" (13.8" vis) E551 Monitor 
и Intel® 30° AGP Graphics 
= 48X Max CD-ROM Drive 
п SoundBlaster 64V PC LC Sound Card 
m PC Speakers 
п V.90 56K Capable’ PCI DataFax Modem 
for Windows® 
m MS* Works Suite 2001 ш MS* Windows® Me 
и 3-Yr Limited Warranty’ тш 1-Yr At-Home Service“ 
= 1 Year of DellNet™ by MSN? Internet 


Access” Included 
E-VALUE CODE 


$ 849 89702-501208 


AS LOW AS $26/45 PMTS:* No payment for 90 days. 


DELL" DIMENSION" 4100 Series 


Advanced Performance, Smart Value 


= Intel® Pentium® IIl Processor at 1GHz 
= 128MB SDRAM at 133MHz 
m 40GB' Ultra ATA-100 Hard Drive 
m 17" (16.0" vis, .26dp) M781s Monitor 
п NEW 32MB DDR ATI Radeon" 4X AGP Graphics 
m 8X/AX/32X Max CD-RW Drive 
= SB Live! Value Digital 
п Altec Lansing” ACS-340" Speakers 
with Subwoofer 
п V.90 56K Capable* PCI Telephony Modem 
for Windows* 
и М5° Works Suite 2001 ш MS* Windows® Me 
= 3-Yr Limited Warranty’ m 1-Yr At-Home Service“ 
a 1 Year of DellNet™ by MSN” Internet 
Access" Included 


$1699 


E-VALUE CODE 
89702-501216 


AS LOW AS $51/45 PMTS.” No payment for 90 days. 


DELL" SOLUTIONS: 
SOFTWARE & ACCESSORIES 


DELL" DIMENSION" 4100 Series 


Advanced Performance, Smart Value 


= Intel® Pentium® IIl Processor at 866MHz 
m 64MB SDRAM at 133MHz 
m 20GB' Ultra ATA-100 Hard Drive (7200 RPM) 
m 17" (16.0" vis, .26dp) M781s Monitor 
m 16MB ATI Rage" 128 Pro m 48X Max CD-ROM Drive 
= SB Live! Value Digital ш harman/kardon Speakers 
п V.90 56K Capable* PCI Telephony Modem 

for Windows* 
m MS* Works Suite 2001 = MS* Windows® Ме 
m 3-Yr Limited Warranty’ m 1-Yr At-Home Service‘ 
m Pro8T2 SurgeArrest 
m 1 Year of DellNet™ by MSN* Internet 

Access" Included 


| 199 єз E-VALUE CODE 
89702-501211 


AS LOW AS $36/45 PMTS:” No payment for 90 days. 


DELL" DIMENSION" 8100 Series 


Cutting-Edge Technology 


= Intel® Pentium® 4 Processor at 1.4GHz 
m 128MB RDRAM и 40GB? Ultra ATA-100 Hard Drive 
m 19" (17.9" vis, .24-25AG) P991 
FD Trinitron* Monitor 
m NEW 32MB DDR ATI Radeon" 4X AGP Graphics 
п 12X Max DVD-ROM Drive и SB Live! Value Digital 
п Altec Lansing? THX-Certified ADA-885” 
Dolby® Digital Speakers with Subwoofer 
п V.90 56K Capable’ PCI Telephony Modem 
for Windows* 
= Integrated 3Com* 10/100 Ethernet Controller 
m MS* Works Suite 2001 = MS* Windows® Me 
и 3-Yr Limited Warranty’ = 1-Yr At-Home Service“ 
= 1 Year of DellNet™ by MSN" Internet 


Access" Included 
E-VALUE CODE 


$ 2499 89702-501224w 


AS LOW AS $75/45 РМТ. No payment for 90 days. 


FINANCING & SERVICES 


Printers: 

m HP® DeskJet” 952C, add $199 after $50 
HP® Mail-In Rebate (Reg. $249)” 

m HP® DeskJet” 932C, add $149 after $50 
HP® Mail-In Rebate (Reg. $199)* 


Scanners: 

m HP® ScanJet® 5300Cse, add $149 after $50 
HP® Mail-In Rebate (Reg. $199)” 

m HP® ScanJet” 4300Cse, add $99 after $50 
HP® Mail-In Rebate (Reg. $149)” 


Power Protection: 
m Pro8T2 SurgeArrest, add $39 


Software: 

п Ultimate Sports Pack Plus 
(Dimension" only)", add $99 

п Home Reference 4-раск”, add $79 


Payment Solutions: 

= Dell" Monthly Purchase Plan - Enjoy easy-to- 
budget, low monthly payments. Systems as low 
as $26 a month for 45 months using the 90 Days 
Same as Cash feature of the plan” 

и Dell" E-Check - One convenient electronic 
payment from your checking account 


Service Upgrades: 

= Dell" Dimension" Premier 3-Yr At-Home 
Service; add $99 

a Dell" Inspiron™ 3800 and 4000 Notebook 3-Yr 
Next-Business-Day On-site Service’, add $149 


Includes Windows Millennium 
Edition — the home version of 
the world's favorite software. 


"Telephone a 
со. for detail: 
for access may apply Must tegiste 
within 30 days of receiving computer 
and accept Delle MSN Te f 
S $ { 


edit 
'"M попу 


payment b 3.99 
QUALIFIED CUSTOMER 
VARIES BY CREDITWORTHIN 
CUSTOMER AS DE 
LENDER. Under 90 
Cash feature, inte 
during first 90 da 
paid within 90 day 
eligible for 90 D 
feature may һе 


from 16.99% to 23.99% 
$1,650 purchase pric: 
monthly payment: 
shipping che e 
From American Investment 
N.A. to U.S. residents with a 
credit. Availability may be 
tes. Limited time 
ecifications, and av 
Taxes and 


rges extra, à Cannot b 
with other offers or discounts. U.S. only. Offer 
valid for Dell Home Systems Co. on i 
copy of our Guarantees or Li 


write Dell USA L.P., 
Way, Rour 
on-site service provided via th 
with customer. Technician will be dispa! 
necessary, folowing prone -based iroubleshoo 


ies, One Dell 
hame or 


ttn: Warr 


provide before 5 pm 
aries, Other 
GB means 
1 billion byt 1 varies 
operating en Download 
limited to 53Kb Upload spee: 
(about 30Kbps) ar 
and line condition 
compatibl 
or documentation 
versions. “Рог rebate 
800-728-9665 for HP. Intel 
and Pentium are registered 
Intel SpeedStep and Celeron are trad 
Inte! Corporation. MS, Microsoft, MSN, and 
Windows are regist of Microsoft 
Corporation. 3Com rademark of 


trademarks ard Corporation. 
Trinitron is a registered mark of Sony 
Corporati 2000 Dell Computer Corporation 


Ali rights reserved 


DeAL4me,.com 


contact us today 


800.433.6648 | www.dellame.com | DALO 


Turbo-Charged РС 


= Intel” Pentium® 4 Processor at 1.4GHz 

и 128MB RDRAM = 40GB’ Ultra ATA-100 Hard Drive 
m 19" (18.0" vis, .26dp) M991 Monitor 

= 32MB DDR NVIDIA” TNT2 M64 4X AGP Graphics 

= 48X Max CD-ROM Drive 

= SB Live! Value Digital ш harman/kardon Speakers 


п V.90 56K Capable PCI Telephony Modem for Windows® 


= Integrated 3Com* 10/100 Ethernet Controller 
= MS* Works Suite 2001 = MS* Windows® Me 
и 3-Yr Limited Warranty’ m 1-Yr At-Home Service“ 
m 1 Year of DellNet" by MSN' Internet Access" Included 


| 999 E-VALUE CODE 
89701-501219w 


ASK US ABOUT NO PAYMENTS FOR 90 DAYS. 


The Dell” Dimension" 8100 takes you to the next level 
and then some. We're talking speeds of 1.4GHz maximized 
by the latest Intel® Pentium® 4 processors. With up to 
1GB of memory, you can multi-task without sacrificing 
performance. Arming you with quite possibly the fastest 
and most powerful desktop you've ever seen, is just 
one more way Dell helps you get the most out of your PC. 
No matter how extreme your needs are. 


рел. e 


contact ustoday | 800.433.6648 


www.dell4me.com | DALO 


Includes Windows Millennium Edition — the home version of the world's favorite software. 


Made with love’ Бу; 


<EIROMAG- 


Our goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping Out in any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


